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It's all-out war! Find 
out about the high- 
tech killing machines 
developed during Ihe 
Vietnam War in a spe- 
cial feature on page 
50. It's a killer. 
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SO THE LOST BOYS Between 1965 and 1 975 one of trie 
worst wars in man's history took place. Viet Nam is a war most 
Americans prefer to forget, and which many Vietnamese cannot. It 
was a war of principles, and a war that cost the lives of countless 
young men. CU looks at the infamous battles and the tactics used. 
64 RPGS REVEALED Somewhere within your Amiga, there 
lurks a distant faraway land, full of strange characters and situations. 
Matt Regan kits himself out for the journey ahead, and leads the way 
into the fantastic, fantasy world of the computer RPG. 



mm 

• r 1 IP ! 



There's, a brand new soflcos in town. Turn to 
page 7 tor news ol their first exciting games. 





Chopper wars rage as SWIV flies in low and hits 
the Amiga with both guns blazing. Bead our up- 
to-the-minute review of Ihe Sales Curve's big 
new shoot 'em up on page 44. 
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123 AND FINALLY... 

Mirrorsott s Predator 2 unleashed... page 16. 
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CU examines the 
Vietnam War and 
takes a look at 
Domark's big new 
game, 'Nam. Page 
48. 



Read the reviews 
ffrsf with CU Amiga. 
This month we've 
got exclusive 
reviews ol tour big 
games: Tunican II, 
exterminator, SWIV, 
and 'Nam. Beat that! 



6 BUZZ 

For news of what's happening on the Amiga games scene, from newly-acquired licences lo forth- 
coming original titles, we'll uncover what's what and when it's happening. 

1 6 IN DEVELOPMENT ^£ 

This month, we take an early peek at Mirrorsoft's forthcoming Predator licence; prepare to launch 
into space with U.S. Gold's eerie Sorogosso; and return to Earth with o bump to take a look at 
Psygnosis's cute chum, Puggsy. 

28 FIRST IMPRESSIONS T^Ti ^ 

Our critical eye oversees more of the up-and-coming releases, and weighs up their pros and cons 
Forget fawning news items, this is where to get the low-down on all the soon -to-be- released 

games. 

70 ROUND UP ^l^^^^flMj^j^ 

With so many games released for the Amiga, we often run out of space and can't squeeze them 
in. Well, we've now solved that problem with Round Up so you can guarantee that nigh-on every 
gome that appears on the Amiga will gel a review. 

74 VALUE FOR MONE Y V^^K&^^^Hfc 

Our new budget column opens and takes a look at the many games currently doing the rounds ot 
cut-prices, including Infocom's massive back catalogue, and an assortment of other cheapo good- 
ies and VFM compilations. 

84 PLAY TO WIN ;"/ 

l( Supremacy, The Immortal, or Powermonger are giving you grief, or if you are stuck at a csrtain- 
point during a gome. Play To Win con help. With complete solutions and in-depth ploying guides, 
it's the best aid a games player could ask for. 





W It's Sequelmania here ol CU, as we offer 
' you Iwo demos of Hie most eagerly-awaited 
sequels around. First of oil, we have a com- 
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:TIMEWARP 
40 TURRICAN II 
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46 PRO TENNIS TOUR II 
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54 SPEEDBALL 

56 LEMMINGS 

59 WARLOCK 
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65 CHAOS STRIKES BACK 

69 BATTLE COMMAND 

70 STUN RUNNER 

70 CHIP'S CHALLENGE 

71 TEENAGE MUTANT 
HERO TURTLES 

71 SPECIAL CRIMINAL 
INVESTIGATIONS 

72 ESWAT 

72 WORLD CHAMPI- 
ONSHIP SOCCER 

73 THE ULTIMATE RIDE 



ieis arouna. nrsi ot on, we nove u (.um- 

2 tower from Hewson's Nebulus II which 
w.i't be appearing in the final game. And, 
secondly, we are also proud to present a 
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U.S. GOLD HAVE TWINS! 

two twins of the title as they make their way through the.r cutesy world wh.ch has been 
overrun by a group of baddies. These evil warriors have appeared from nowhere and have 
secured the throne and the two twins must 
scour the Toki-$ty\e play area fending off the 
unwanted attentions of countless assailants. 
With large, colourful sprites and typically cute 
sound, Mega Twins sounds like it could be a 
promising conversion - especially considering 
the success of games like New Zealand Story 
and Rainbow Islands. Tiertex, who in the past 
have converted Dynasty Wars and Strider for 
USG. are writing the conversion, and we'll 
bring you up to date in First Impressions very 
soon. 

U.S. Gold wilt also be releasing a conver- 
sion of Sega's Bonanza Brothers. Another 

S^^^Sff-" is scarce. Both games « be ou, by November. 

FRIENDS, ROMANS, AND COUNTRYMEN . 

Following the colonial battles of Rorke s Drift, 
Impressions are set to follow it up with Cohorts - 
Fighting For Rome. Cohorts takes the game sys- 
tem used in Rorke's Drift and expands upon it, 
adding more scenarios, improved group com- 
mands- and better sound effects. As the leader 
of a Roman army, you have to lead your centuri- 
ans to victory as you attempt to dominate the 
known world. Obviously, the locals don't take too 
kindly to this and you must use all your strategic 
skills to cut down any resistance. In all. Cohorts 
sound like one tor fans of Rorke's and those with 
a strategy bent, but you can see for yourself 
when it is released in April. 
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Yes we know that it isn't actually out yet. but already those busy bees at The 

Assembly Line are currently prepar- 
ng a sequel to U.S. Gold's 




IB II 




forthcoming 3D epic, Cybercon tit. 
During Cybercon 's development, TAL 
had already seen the possibility of a 
sequel as they hadn't managed to 
cram all the intended teatures into 
Cybercon III. The game will pick up 
where the first game leaves off, and 
the 3D routines will be made even 
better than they already are. The sce- 
nario hasn't been 
decided on yet as plans 
are at an extremely early 
stage, but U.S. Gold will 
almost certainly sign it 
and we expect the game 
to be released sometime 
near November. Stay 
tuned for more details. 




OCEAN 

COMPLY AGAIN 

With Ihe film in production in the States. Ocean have 
already acquired the licence to Robocop III. Continuing 
their run of big film licences, they will also be releasing a 
game based on Bruce Willis's newie, Hudson Hawk. Both 
games are currently under preliminary development with 
the final designs yet to be finalised. Ocean's product 
manager, Gary Bracey, has seen the scripts for both films 
and is confident thai the Iwo games will be as close to 
their movie counterpart as possible. The filming ol 
Robocop III is surrounded by secrecy at the moment, but 
it is known that Peter Welier will NOT be playing the 
metal cop and thai the film makers are aiming lor a PG 
13 rafing. This means that the violence of the firsl two 
films will have to be toned down drastically, as will the 
language. Rumour has it that Frank Miller, who penned 
the script for the sequel and is famed for his 'Dark Knight 
Returns' Batman slory, returns to the scripting front and 
that CainS brain has somehow been preserved and is 
being used in another robot body by a vicious gang of 
criminals. 

The game is likely to take the form ot a multi-direc- 
tional shoot 'em up and is being written in- house News 
on Hudson Hawk is even scarcer with a few sprites 
knocked up and even less decided, although firm news ol 
who is working on it isn't being released. We reckon lhat 
its Special FX. An update will appear soon. 



GREMLIN 
REV UP AGAIN 

Gremlin's race game catalogue is set to 
expand again with the arrival of two 
sequels. The first Is Shaun Southern's 
Super Cars //which retains the basic 
Super Sprint theme but adds all manner 
of new features. There will be twenty 
levels, each boasting a new assortment 
ol ramps, banking roads, and pot holes. 
The accessory shop has also been 
expanded, and now leatures twice as 
many weapons and a lew more wheel 
and turbo additions. 
The second sequel is a bit more ten- 
tative, but if it comes to fruition it'll be 
one to watch for. As well as Supercars 
II. Shaun in also planning a sequel to 
his brilliant Lotus Challenge. Plans for 
this include faster update, more cars 
and tracks and, when played in single- 
player mode, a full screen will be shown 
rather than half. 





PREVIEWS 



FEUDAL LORDS Impressions have decided to 
leave the arcade scene behind them and concentrate on the games they 
are best at - strategy romps. The first game to appear as a result of this 
decision is Feudal Lords, a massive simulation comprising colonies, eco- 
nomics and, of course, fighting! You are given the position of one of the 
Lords ot the title and must battle against others of your kind for possession 
of the surrounding areas. To do this you must build up a good supply of fol- 
lowers, whilst ensuring that their economic background is stable. Mines 
can be found and used for finance, and you will have to fend off the attacks of jealous rivals 
to keep possession of all your goodies. In addition, pirates malte appearances just to ensure 
that your already difficult task is made trickier. It'll be out in April priced at £19.95. 

WARLORDS .sal 

been fairly quiet on the EA front since 
Powermonger, but they are set to return 
with Warlords, an eight-player strategy 
game written by Strategic Studies 
Group. Starting from your castle abode, 
you are given the task of conquering all 
you survey - and this involves defeating 
the other seven players by amassing 
huge armies and overrunning their land. 
To add a little variety to the game, there are also a selection of special weapons to enhance 
your warriors' chances, and alliegnaces can be struck up with all manner of dragons and 
hell-spawned creatures. Expect a review next month. 



NEVERENDING STORY II Released 

to coincide with the film's debut. The Neverending Story II is a 
multi-stage arcade game, comprising a number of game styles. 
Cast as Bastian, the young hero of the two films, you must run, 
jump and fight your way through the outlandish landscapes that 
make up Fantasia until you finally encounter the villain of the 
'peace', Xayide. The on-screen adventure will contain a number of 
sequences from the film, such as the epic dragon ride, and some 
of the film's characters will appear to offer advice and lend a hand. 



TOMAHAWK Not to be 

confused with the age-old Digital 
Integration 'Chopper sim of the 
same name, Tomahawk is a 3D 
shoot 'em up split into eight 
stages. As a chief secret agent 
you have infilitrated a series of 
small islands which are acting as 
the base for an infamous group 
of international felons. Lurking 
somewhere on these islands are 
the leaders of the organisation, 
and it is these that you must 
locate and assassinate. The 
game features a number of different styles, ranging from one-on-one beat 'em ups 
to driving simulations and 3D piloting. 

ALIEN BREED Team 1 7 are a new face to the Amiga, but 
they are set to make waves with their first release. Alien Breed. A one or two- 
player shoot 'emup, along the lines ot First ContactanA Alien Syndrome. Alien 
Breed involves searching an overrun Space station for survivors of an alien 
invasion. Unfortunately, your task is hindered not only by the marauding aliens, 
but by a strict time-limit and a series of traps, but if you can overcome these, 
you are rewarded with another, harder deck to clear. 

FULL CONTACT Sporting large, fully animated sprites, 
Full Contactis another addition to the swelling ranks ol the martial arts genre. As a young novice, you 
must learn Ihe ways of the orient and light your way through a succession of increasingly-difficult oppo- 
nents until you attain the coveted black belt With a full range of kicks and punches, the game is 
supposed lu be one of the most realistic fighting slms ever to grace the Amiga. Quite how it plays 

smains to be seen, so stay tuned for a full review of this, the second 
ame to emerge from newcomers Team 1 7 








Are you bored of gomes that pose 
no real challenge? Mindless 
adversaries that can't fight back? 
Dumb nasties who just ask to be 
slaughtered? 

GODS is a complete departure! 




Featuring a revolutionary system of 
artificial intelligence, your opponents react 
to your actions and interact with 
the environment. 

Perhaps guile will achieve more than brute 
strength! Your cunning, as well as skill 
with the fearsome array of weapons at 
your disposal, are needed equally to 
overcome the enemy... 



Award-winning Bitmap graphics 
and music by Nation 12 make 
this their most exciting game 
ever... 
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COMMODORE'S HAPPY CHRISTMAS. 

Once again, the Amiga has secured its position as THE computer to own. Over Christmas, 
Commodore claim that they sold over 140,000 machines and this number could have been even 
higher if it hadn't been limited by supply problems. This brings the num- 
ber of machines sold over the year up to the 200.000 mark, and 
Commodore are confident that they will break this record and sell over 
250,000 Amigas in 1991. 

With the A500 and A1500 already selling well and peripheral sales 
on the up, rumours have started to appear regarding the possibility of 
an Amiga-based console. Commodore's first entry to the booming con- 
sole market came in the form of the C64 GS, and an Amiga console 
would be Commodore's equivalent to Sega's Megadrive. We already 

hear stories that a num- 
ber of software houses 
are producing console- 
based games for the machine's launch, although, 
understandably, the companies involved are reluc- 
tant to pass comment. One of the first titles to 
appear on the machine is rumoured to be 
landscape's Wing Commander, a conversion Irom 
the impressive PC version. If the game was to be 
released on disk, it would span a hefty eight disks 
(even more than the Bluth games!), so the instant 
loading offered by a cartridge-based Amiga is a 
tempting thought and would make the game easier whilet avoiding annoying disk swapping. 

News of other developers is scarce, although Ocean are believed to be converting a number 
of their titles over to cartridge. Ocean, incidentally, were one of the first 'outsider' companies to 
produce games for the 64 console, and were presumably one of the first to be shown the plans 
for the system, and we expect them to produce a compilation cartridge of some of their bigger 
titles. The advantages of such a system are immense, with massive reductions in loading time 
and the ability to cram massive games, such as the aforementioned Bluth games or a Magnetic 
Scrolls adventure, onto an unobtrusive cartridge. 




U.S. Gold seem to 



ADVENTURING WE GO... 

be snapping up more game than they can release! Coming soon from Lucasfilm via the Birmingham 
giants is Return To Monkey Island, the sequel to Lucasfilm 's massive adventure. Since they brought us 
Zak McKraken and Maniac Mansion, Lucasfilm s adventure 
team have been refining their point'n'click system and 
apparently. Return will sport the most impressive graphics 
and deepest gameplay yet. The first game was set in the 
1600s and followed our hero s attempts to win the confi- 
dence of a hardened group of pirates and eventually steal 
the fabled riches of the titular island for himself. The sec- 
ond game picks up several years after the first, with our 
hero uncomfortable in his new-found life of luxury. By 
chance, he hears rumours of a second cache on the 
spooky isle and, appetite suitably whetted, he ventures off 
in search of it. Naturally enough, all is not what it seems 
and he meets fierce resistance and must avoid the many 
pitfalls that await him. The game is at a very early stage of 
development, and the team are currently putting together 
its graphics and the basics of the gameplay. It'll be out 
some time in 1992 and we'll bring you more news as it 
starts to shape up a bit more. 

Actually, whilst we're on the subject of Lucasfilm, they 
are currently working with movie mogul, Steven Spielberg 
on a title known as Mr Dig. News is extremely scarce at the 
momant. with no game details known, but it will be tied in 
with the forthcoming film of the same name. The title makes 
the game sound as if it could be a Mr Do.' variant, but you'll 
just have to wait and see when we bring you an update soon. 

Finally, fans of Delphine's unique style of adventuring will be pleased to note that a sequel to Future 
Wars is on its way. Once again, the forces of evil have invaded time and are all set to change our destiny 
and maybe even our genetic design. Our hero must intervene and ensure that things are left as they 
were. As with the other two games, details are shaky at trie moment, but Future Wars //is scheduled for 
a Christmas release. 
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CORE'S NEW GAME 
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1991 is going to be a busy time for Derby-based Core 
Design. Following the likes of Car-Vup and 
Corporation, they are set to release no less than ten 
titles. The first to be released is Chuck Hock, a car- 
toony arcade/adventure starring the caveman of the 
title. Chuck's arch enemy, the evil Gary Gritter. has kid- 
napped Chuck's missus (dragging her by the hair, of 
course!), so Chuck must negotiate a dangerous 
dinosaur-filled world in pursuit of the wife-stealing 
baddy. The game is a multi -directional platform romp, 
with Chuck lobbing massive boulders at the oncoming 
dinosaurs and baddies, and avoiding death at their 
hands, tn addition, as protection, he can also stun 
enemy creatures with his incredible 'belly bump ! 
Following that, there will be a 3D futuresport written by 
Steve Northcot (who converted Dark Side to the Amiga 
for Incentive), and the action is viewed through the eyes of the player you control. 



DIE HARDEST! 



Hot on the heels of their soon-to-be- 



released Hunt For Red October arcade game, comes the Amiga version of Bruce Willis's 
smash film, Die Hard II, courtesy of the phoenix-like Grandslam. Programmed by Fareharn- 
based Images, the game is a multi-level eight-way-scrolling shoot 'em up with Bruce 
represented by a small sprite, armed to the teeth and out to defeat a potentially nasty siege 
situation. Set almost exactly a year after the first film, Bruce's character, John McCtaine, is 
waiting for his wife to return for their Christmas holiday when the airport is overrun by a 
group of terrorists. Being the hero he is, John reluctantly slips away and tries to rescue the 
terrified passengers before the terrorists lose their cool and blow up the plane. 

Images' game follows the action over five levels. Armed with a gun, you control John 
and must make your way to where the enemy stronghold lies and take out the guards 
before eventually freeing your wife and the rest of the hostages from their impending doom. 
Expect a review soon. 



THE MEDIEVAL DEAD News reaches us that Dave 

Lawson and the Kinetica crew in Liverpool are starting work on a medieval 
game with loads of sword-fighting knights and plenty of dragons to slay. The 
scope for this scenario is immense, with 
plentiful stories from King Arthur to draw 
inspiration from, and Kinetica's graphical 
prowess which was first seen in Gold Of 
The Aztecs, should give the game a stun- 
ning appearance. Work will begin as soon 
as the guys have finished work on 
Saragossa their massive space epic, and 
the game will be released by U.S. Gold 
sometime in the near future. 

SOMETHING FURRY THIS WAY COMES... we 

hear strange stories regarding a game soon to appear from Ihe Bitmap Brothers. Apparently, 
they may be working on a game starring a group of furry creatures who must be saved from 
doing themselves in. Sound familiar? Well, it does seem to sound a little like Psygnosis's superb 
Lemmings. Bitmap, Eric Matthews, denied the rumour stating that "big graphics are our thing', but 
sources at Psygnosis are said to be just a little bit miffed at the prospect. 

MAKE GAMES NOT WAR MicroProse win this 

month's award for astute publicity seeking. The softcos have produced more than their fair share of military 
sims set in the Persian Gulf area (Gunship 2000- F-15 Strike Eagle. F-1 9) and now look set to cash in on the 
current instability in the area and the prospect of an horrific war Ted Markley, vice president for product 
development at MicroProse USA, was quoted as opining: 'if only we could send out product to Saddam 
Hussein and say, "You play ours and we'll play yours," and then send all the troops home.' 
Copies of their games have already been sent out to 
the Gulf to keep the troops entertained. 
MicroProse's involvement might become more seri- 
ous with news that the Air National Guard in America 
have been called up. Wild Bill Stealey, a former 
founder of the company, has been in the A.N.G. for 
many years, recently gaining promotion to Lt. Colonel, 
and could soon be flying out to the Gulf. 
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The only flight simulation to provide 
100. compfex missions over (our 
intense battle scenarios. 
The only flight simulation to provide 
detailed daily war update reports. 
The only (light simulation to present 
the latest in aerodynamic technology 
introducing ECOP cockpits, 
backwinder AAMS. supercruise, 
stealth and more! 

F29 Retaliator is that flight simulation 
F29 Retaliator presents the fastest 
and most detailed graphical 
environment ever seen in a flight 
simulation. With multiple internal and 
external viewpoints, multi-player 
comms option and a wide range of 
difficulty levels 

F29 Retaliator will suit both the 
beginner and the expert pilot. 
You have the choice of two of World's 
most advanced aircraft - the F-22 ATF 

and F-29. 

STRATEGY ANb ARCADE 

(or one or two players. 
Take on the role of the desperado with a 
heart of gold; Billy himself, or his ex-besl 
friend, sharp shooting, law abiding pillar 
of the community, Sheriff Pal Garrett. 
As Billy you must survive by your wits. 
On arrival, check out the town, the men 
you think can help you, where the big 
games of poker take place, is the bank 
worth taking or is it going to be too hard 
to crack? 

The other side of the coin is Pat Garrett. 
You must track down Billy using all your 
cunning. The payroll train is due to 
arrive... do you take all your deputies or 
leave some to keep an eye on the bank? 
And when you find Billy you will meet in 
the final showdown. ..now the guns do the 
talking! 



Our chopper tailed-out after taking a hit. .. 
the pilot won't be leaving the ground 
again. Now I have to lead my weary 
platoon back to our lines through the 
jungles and paddy fields. Entering what 
appears to be a friendly village, only to 
find it is a cover for a guerilla faction, is 
just one of the things that helps our 
insomnia... that and the elusive psycho in 
my squad - 1 gotta figure out who he is 
before the morale factor becomes our 
worst enemy. Jeez, will this stupid war 
never end! 

Sensational graphics and a game-play 
that will have you sweating on the edge of 
your seat.. .every move you make, every 
decision you take may not only be the last 
tor yourself but also for your platoon. 

BAT 

Cast to leave 

Control the"Maular" Assault Tank in one 
of 16 scenarios in the ultra war, fought 
between two nations in the new World. 
The latest phase of the North/South 
has reached a stalemate, eventually 
developing into a standoff between 
armies massed over a long, dug-in 
batttefront. Such are the defensive 
capabilities of each side, full scale 
are suicidal, so any offensive moves 
by necessity, small "behind the lines 
actions performed by elite troops in 
specially designed vehicles. The Ma 
the latest such machine - capable of 
being lifted in and out of hostile terri 
by fast stealth choppers and armed 
the most advanced weaponry the 
Northern scientists can devise. 
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LETTER OF THE MONTH 

* 

SOFTSHOP SURVEY 

even know how to load up a game or turn on the Amiga. 

Nigel Howe, Glasgow. 
Backchat, c/o CU Towers. 



ASKING 
QUESTIONS 

I filled in the CU question- 
naire in the December issue 
and wondered if you'd be 
publishing the results in a 
future issue? I think it'd be 
very interesting to see what 
other readers liked or dis- 
liked. 

Dean Culler, York. 

The CU surveys have come 
flooding in. We've got thou- 
sands of 'em littering the 
office which is creating 
mayhem for the ad team 
who've got to collate all the 
answers. A big thanks 
must go to everyone who 
answered the question- 
naire - it's very much 
appreciated. We've read 
every one of them and will 
be acting on some of the 
ideas that readers have 
suggested for improving 
the mag. 



GRAPHIC DELIGHT 

Thanks for the very informa- 
tive Graphics DIY series. I 
can't wait to see the finished 
demo, as from the screen 
shots it's looking very good. 
What are you going to do to 
follow it up? 



Also, I noticed that you had a 
complete game on the cover 
last issue. Do you intend to 
do this regularly or go back to 
having the playable demos 
on it? I'd be a bit disap- 
pointed if you stuck to having 
full games as I use demos to 
decide which games to buy. 
The December disk featuring 
RoboCop, Lemmings and 
ESWAT was terrific, your best 

one yet. 

D. Raj. London 

The Graphics DIY series 
will continue after the 
Bullfrog demo has been 
completed. At this very 
minute we're having talks 
with a top development 
team and thrashing out a 
deal to make the feature 
even better. Watch for It. 
As for complete games vs 
playable demos of hot new 
games, we haven't decided 
what to do yet. What do our 
readers think? Drop us a 
line and let us know. 

CHRISTMAS 
TURKEYS 

I was a little disappointed 
with the Christmas games on 
offer this year. What a let- 
down. Very few look any 
good. The only ones worth 



the dosh seem to be 
Powermonger, RoboCop 2, 

Lotus Challenge and 
Lemmings. I bought Turtles 
and was really disappointed 
with it. Why didn't you review 
this game? I notice you don't 
review a lot of the games that 
come out. Why? Are they all 
turkeys? 

Chnslophef Borne. Reading. 

We've got to agree with you 
that this year was a bit of a 
disappointment as regards 
great games. The ones you 
listed were certainly worth 
the money, though. As for 
the Turtles game, Mirrorsoft 
didn't give us a copy until 
after the game was on sale 
in the shops. And we can't 
realistically cover every 
game that's published, so 
we tend to concentrate on 
the best ones. If a game's 
not covered we've probably 
considered it not worth the 
effort. However, a few 
games do slip through the 
net, arriving too late for an 
issue and too early for the 
next one. We've introduced 
a round up section this 
issue for that reason. If it 
gets a favourable response 
we'll keep it as a regular 
feature. 



FIRST FOR NEWS 

Thanks for a great mag. I 
really liked the new look a 
few months ago and now 
you've put in another great 
new section, namely First 
Impressions. I also buy The 
One magazine which always 
seems to be hot on news sto- 
ries. Now you're even better. 
It's really informative. I hope 
you keep it up. 
Is And Finally going to 
become a regular feature as 
well? This was really funny, 
but why does Andy Beswick 
want a sense of humour for 
Christmas and Tom Glenister 
a rubber cat-suit? I'm begin- 
ning to wonder about some of 
the CU staff, especially that 
Mark Patterson guy. A real 
weirdo! 

Tom Adamson, Wakefield 

Dan replies: Yep, you're 
spot on there, Tom. I have 
to work with this lot 
Andy's a right misery, 
always moaning when we 
give him 20 pages to 
design in an hour. I mean, 
what does he think we pay 
him for? He should think 
himself lucky. As for 
Glenister, our ad manager, 
he really wants to come 
back In another life as an 
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aeroplane of all things. I 
think he's one rotor blade 
short of a propeller. But I 
have to agree with you 
about Mark - anyone who 
can munch their way 
through three doner 
kebabs with extra chilli 
source in a lunchtime has 
to have problems. 

I SEE NO CD 

What's happened to CDTV? 
You gave it a lot of space 
when it was first 
announced, but since then 
not a dicky bird. 

Brian Dempster. Norwich. 

It's still early days for 
Commodore's CDTV. At the 
moment the machine's 
going under extensive field 
tests in 2,000 schools and 
homes around the country. 
Once these are completed, 
Commodore will then have 
to analyse the feedback 
they get and work out a 
good marketing strategy 
for the machine. A planned 
launch next spring is look- 
ing increasingly doubtful, 
and many developers who 
showed initial enthusiasm 
for CDTV are now being 
more cautious until 
Commodore's plans 
become clearer. 
Our contacts suggest the 
machine will receive a UK 
launch In early March, but 
don't bet on it. Dixons have 
been persuaded to place 
the machine in around 100 
stores with a price tag of 
£699. 

ST BASHING 

Here's a cheat for that cool 
ST-destroying game from 
your first coverdisk. As soon 
as you insert the disk press 
down CTRL, hold it. press - D' 
and hold that as well. When 
the CLI appears, it should 
say '"Break-CLI'. You should 
then type: 'Assign IC-DATA: 
IC-DATA' (RETURN) LAME 
ST PORTS 1 f (RETURN). 
The game should then load, 
but with the trainer-mode on, 
which means you have infi- 
nite lives. 

This took ages of hacking to 
work it out. so I hope you'll 
print it. 

Robert Swift. Durham. 



DEMO DANGER 

In common with most other 
'Amigerers' I am keen on 
obtaining as much quality 
software for as little outlay as 
legally possible. This desire 
led me into investigating the 
apparently highly successful 
PD market - encouraged in 
no small way by the many 
complimentary articles in 
magazines such as yours. 
My experience has made me 
very wary of the reliability of 
the goods on offer and may 
be of use to new owners who 
are wooed by the abundance 
of cheap software. 
My first encounter was excel- 
lent. I ordered a Games Pack 
of 7 disks from GTS all of 
which worked and lived up to 
their promise. 

Encouraged by this I placed 
two more orders with two dif- 
ferent suppliers. The first 
order arrived within a week 
and had one corrupted disk 
and one containing the wrong 
software. I returned these for 
replacement but all attempts 
to make the supplier replace 
them have so far failed. The 
second order never even 
turned up. Again, attempts to 
pursue the, admittedly small, 
order were in vain. 
Last weeek I went to the 
Commodore Computer Fair 
and purchased a Games 
Pack of 5 PD disks - two of 
which are corrupt. I am trying 
to sort this out with the sup- 
plier but previous experience 
does not give me much hope. 
The basic lesson that I have 
learnt is that when purchas- 
ing PD software it is very 
hit-or-miss whether the disks 
arrive and contain what you 
expected. 

John Tingey. Newbury. 

Mark replies: I've been writ- 
ing CU's demo section for 
the past year and have built 
up a vast collection of 
excellent software includ- 
ing games, graphics and 
art packages. In all that 
time I've received 20-30 
duff disks and found that 
the companies concerned 
will replace them immedi- 
ately. Try a small order with 
one company and check 
the service you receive. If 
it's good, stick with them. 



E R S ' REVIEW 



Have you ever read one of our reviews and 
totally disagreed with what we've said? If so, 
this is where you can voice your opinions and 
stick up for your favourite games. If you do, 
you could win yourself a £25 game, so get 
scribbling to us at Backchat 

AXE TO GRIND 

Glancing through the contents page in the December 
issue, I was delighted to see that there was a review of 
Golden Axe, as this is one of my favourite games. 
Expecting at least 90%. I was devastated on finding a 
measly 78% which comes in the 'Good but flawed' cat- 
egory. Surely a game of this standard deserves a 
Screenstar. 

For starters, it is probably the best conversion I have 
seen. Each character is unique and I find them very 
easy to control. The wide range of aggressive moves 
are all helpful in different parts of the game. The ani- 
mation is smooth and the graphics are very good. The 
small goblins that run round with bags of spells and 
food are annoying yet great fun to hit and I would rate 
this game at least a Screenstar if not better. 
I would probably give the following marks; 
Graphics 88%,'Sound 82%, Lastability 91%, Payability 
90% 

I'd definitely agree with Steve Merrett in saying that this 
is one for die-hard fans of the coin-op. 

S. Ackroyd. Halifax. 



Steve replies: Yes. Golden Axe is a good conver- 
sion - and one I have been paying to death - but it 
also sports a number of bugs. For instance, enemy 
warriors often disappear, and can only be killed by 
using your already-limited magic, which is annoy- 
ing and tiresome. There are a few others, too, so I 
think that the mark given was fair. 



THE TOP FIVE 



We asked you to vote for your fave games, 
and the letters came flooding in. Here's this 
month's readers' top five. 
1 RoboCop 2 
2 Powermonger 
3 Turtles 
4 Hollywood Collection 
5 Line off Fire 
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Due for a cinema release in Spring, Predator II is currently 
undergoing a binary conversion courtesy of Mirrorsoft and 
Arc Developments. Steve Merrett joined the hunt. 



The key to a good movie tie- 
in is recreating all the film's 
action scenes in a number of 
playable sequences. Batman 
managed it, as did the two 
Robocop games, yet two 
potentially superb licences, 



Tofa/ Recall and Dick Tracy, 
failed miserably. Arc 
Development's Paul Walker 
agrees, and explains what he 
thinks makes a good licence: 
'too many film tie-ins break the 
cardinal rule and don't follow 




the story enough. I haven't 
seen a film licence yet that 
captures a film's action prop- 
erly. I mean, if you buy a game 
based on a film, you expect to 
see some resemblance in the 
game. And does he think that 
he's got it right with Predator 
II? 'Yeah. I'm very pleased with 
it.' Snapped up by Mirrorsoft, 
Predator II is all set to be the 
summer smash at the box 
office. Set in a dirty and totally 
corrupt LA of the future, 
Predator II marks the arrival of 
another member of the 
Predator race - this time in a 
concrete jungle rather than a 
South American one. 

Hannigan.a local cop, is on 
the trail of an irregular pattern 
of grisly murders and believes 
the culprits to be members of 
the two local drug-dealing 
gangs. For years, the two 
gangs, the Jamaicans and the 
Colombians, have been fight- 



ing for supremacy of the city, 
and this fighting has been fur- 
ther antagonised by the 
Predator entering the squab- 
ble. Despite hindrance in the 
shape of the FBI, Hannigan 
eventually stumbles across the 
Predator and heads after him 
for the end-of-film bloodbath. 

Just before last year's 
ECES show, Mirrorsoft 
announced that they would be 
producing a game based on 
the forthcoming film, and by 
the time the show hit Earl's 
Court the game was already in 
an early state. Arc 
Developments, the Walsall- 
based programming team 
behind U.S. Gold's playable 
Crackdown conversion and, 
more recently, Dragon Breed 
for Activision. Work on 
Predator II began shortly after 
Dragon Breed was finished 
and is scheduled for release in 
April. Working on the Amiga 





version is Paul Walker, and he 
is ably assisted by both John 
Harrison and Julian Scott. On 
starting the project, the team 
had very little help from the film 
company and had to rely on 
Mirrorsoft for reference mate- 
rial. Mirrorsoft had stated at the 
game's conception that they 
wanted it to be a multi-stage 
shoot 'em up along the lines of 
Operation Wolf with the film's 
main character, Harrigan, to be 
present on-screen. For refer- 
ence, the team used the 
Dynamite Duke coin-op. The 
coin-op uses the system ■ 
Mirrorsoft requested and 
allowed Paul and Co. to create 
the basics of the gameplay, 
such as the scrolling system, 
whilst they waited for the refer- 
ence material to arrive. 



limited HELP 



Mirrorsoft 
supplied Arc with slides and a 
short trailer for the film, and 
they were also given a copy of 
the film's script. Although they 
were stand-offish about the 
game and its development, at 
first the movie company 
banned the game from featur- 
ing anyone dying. This threw 
up a major problem as the film 
is a veritable blood bath with 
the Predator and drug runners 
killing people indiscriminately 
and bloodily. However, after 
Mirrorsoft's intervention, a cou- 
ple of months later a 
compromise was made. Paul 
says of this: 'What eventually 
happened was that they still 
wouldn't let Harrigan kill any of 
the attacking Colombians and 
Jamaicans, and Harrigan 
mustn't be seen to die, yet the 
Predator could kill who it 
wanted!' They countered the 
problem by making the enemy 
sprites fall backwards and dis- 
appear when hit, effectively 



removing the need for a death 
scene. 

With the basics of the game 
decided, Paul and John con- 
centrated on the graphics. 
Everyone at Arc works on PCs, 
and Predator II were Paul's 
first graphics NOT drawn on an 
Amiga. Instead, he uses a top- 
end PC and Electronic Art's 
DPaint II Enhanced. The main 
advantage, as well as boasting 
extra features over the Amiga 
version, was that it cut out the 
long-winded process of porting 
completed work over to the 
programmer's machine, and 
also allowed them to produce 
graphics for all formats of the 
game on the one system. In 
keeping with his belief that the 
tie-in should follow the film very 
closely, Paul and Co., are 
ensuring that the game uses 
backdrops that are instantly 
recognisable from the movie. 
The game system used has 
proved perfect for this, and 
each of the four level's back- 
drops are copies of those from 
the Film - even down to sub- 
way trains pulling in and out of 
the station during the third 
level. Despite what could have 
been a limiting game scenario, 
Paul is pleased that they have 
managed to squeeze in the 
four key action sequences into 
the game. 

The game begins with 
Harrigan embroiled in a street 
war between the two warring 
factions. Armed with four guns, 
Harrigan must battle it out 
against the gun-toting hoods 
whilst ensuring that innocent 
passers-by don't get hurt. 
Hitting these innocent civilians 
- including a brave/stupid 
Japanese News crew out for a 
scoop - is bad for the force's 
PR and your police badge is 
subsequently reduced. Any* 



reductions are permanent, so 
both careful aiming and swift 
dodging are required. 



SPECIFICATION 



Mirrorsoft had 
initially asked for a five-stage 
game, but the final version is 
going to be split into four 
stages with Paul and Co.. mak- 
ing the first level twice as long 
as the others in the game. 
However, the later levels will 
need to have slightly more in 
them to balance things out, 
with the backdrops playing 
more of a part, and with more 
people to shoot and avoid. 
Once Harrigan survives the 
shoot-out, he moves on to a 
further battle in which the 
Predator again enters the fray 
before escaping to the subway 
where it starts to kill the unsus- 
pecting passengers in an 
incredible scene of blood-let- 
ting. As you attempt to shoot 
the creature, trains and escap- 
ing civilians must be avoided. 



and once this stage is com- 
pleted you chase the creature 
for a fight to the death. This 
final scene takes place in a dis- 
used warehouse, with the 
creature using its light-bending 
suit to avoid being seen. The 
innocent citizens are replaced 
by scurrying FBI agents, and 
the ability to use the back- 
ground items to your 
advantage comes into its own 
here. By shooting water pipes 
you can short out the 
Predator's suit making him 
temporarily visible, and this 
effect is enhanced when a Fed 
uses a hydrogen gun (which 
they use to freeze the creature) 
and the water turns to snow. In 
addition, a few of the gorier 
scenes have been recaptured 
and the unsuspecting agents 
are often parted from their 
skulls and spines if they stray 
too close to the angry alien. 

The game is being written 
on the ST, and ported over to >. 




In the subway. Harrigan has his first encounter 
with the creatures. His aim is obscured by the 
trains, though. 





Sprites are drawn on a PC running DPaint Enhanced. This allows ono machine for all format graphics. 
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the Amiga. However, Paul is 
ensuring that Amiga owners 
don't get a straight port by 
using the machine's thirty-two 
colour mode for the backdrops 
and improving the sound over 



its inferior rival. The game is 
now four months into its devel- 
opment. You can see how it 
measures up when it is 
released by Mirrorsoft in April 
of this year. 



THE FILM 



No sooner had the original Predator 
been released, than top executives al 
Twentieth Century Fox were calling for 
a sequel. A surprise hit, Predator was 
released in the summer of 1988 and 
its action-packed mix of Alien and 
Schwarzenegger's previous hit, 
Commando, ensured that it packed in 
the audiences. The first people to be 
approached regarding the sequel, 
were the film's co-writers, John and 
Jim Thomas, who were instantly inter- 
ested. During the scripting ot the first 
film, the two brothers realised that the 
true potential of the Predator wasn't 
fully realised in confining him to the 
South American jungles, and that tak- 
ing him to an inhabited area would be 
far more interesting and the next logi- 
cal progression. Thus, the seed of an 
idea was planted and they conse- 
quently knocked out a script in record 
time. 

Unfortunately, the casting was to 
prove harder than the scripting chores. 
Despite initial interest, Arnie was con- 
tractually bound to a number of films 
and wouldn't be able to appear. This 
threw the top brass of Fox into disarray, 
as Schwarzenegger's name can sell 
movies on its own, and a sequel with- 
out it could bomb miserably. This 
called for a brief change in the script, 
which didn't prove too hard for the 
Thomas brothers, and the original 
character of Dutch was written out and 
replaced by a hardened LA cop by the 
name of Harrigan. The film is set in an 
LA of the year 1997. a city basking in 
a heatwave caused by global warm- 
ing, and a city divided by the two 
massive drug-dealing factions vying 
for trade. Adding to its already mount- 
ing problems, a young Predator hunter 
has just landed and is looking for 
sport... And if that scenario seems just 
a little familiar, it's probably because 
Dark Horse comics covered the same 
area in their Predator series, only 
Harrigan's character was replaced by 
Dutch's brother. 

Danny Glover, who had previously 
appeared In the Lethal Weapon series 
alongside Mel Gibson, was promptly 
chosen for the role of Harrigan, and 
subsequently went through a rigorous 
exercise regime to build up his arms to 
Arnie-esque proportions. In addition, 
Kevin Peter Hall returned as the 
Predator, but he was one of the few 
people who starred in the original 
movie {hardly surprising, considering 
practically everyone bought it in the 
film!), and the film's direction went over 
to relative newcomer, Stephen 
Hopkins, whose only past credit was 
the disappointing Nightmare On Elm 
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Street V. Gary Busey was brought in 
to play a meddling antagonist to 
Glover's cop. in the shape of an FBI 
agent, and the cast of extras for the 
Colombian and Jamaican hoods and 
dealers ran into the hundreds 
Unfortunately, just as filming got 
underway, rumours that Arnie had 
expressed more interest and may be 
able to resume his role as Dutch, 
started filtering on to the set and filming 
ground to a halt in case they needed 
to accommodate his character 
Unfortunately, nothing came of the 
rumour, and Amies obligations to 
Kindergarten Cop meant that he 
wouldn't be able lo make it. so - albeit 
after a delay - filming started once 
more. 

One of the key points of the sequel 
is to introduce a younger member of 
the Predator race. With the exception 
of a few markings, there is very little 
difference between the hunter of the 
first film and his younger counterpart 
in the sequel. However, in his manner- 
isms and general behaviour, it 
becomes apparent that the alien 
Glover is dealing with relishes his sport 
and is obviously a younger player. This 
is also reflected in the creature's 
weaponry, which has been expanded 
from the first film and now includes a 
helmet that can track humans using an 
ultra-violet display, and assorted darts, 
nets, and blades. Likewise, in the orig- 
inal script briefing it was always 
intended that the Predators only hunt 
for sport rather than for war. and this 
is shown in a scene where the creature 
encounters a child with a toy laser pis- 
tol. On scanning the gun, the Predator 
realises that it is not a worthy opponent 
and leaves him unharmed, yet later in 
the film the creature disregards his 
sporting conduct and kills the innocent 
passengers of a subway train. 

Filming wrapped last October, and 
Predator II went on general release in 
the States last month. It has proved to 
be a hit with American filmgoers. The 
film is a city-bound version of the first 
movie and culminates in a massive 
battle between Harrigan and the 
escaping creature. There are currently 
rumours of a third film in the series, 
perhaps pitting the creatures against 
the acid-blooded Aliens {and, indeed. 
Activision announced a game based 
on this battle a year ago stating that a 
film was following, but absolutely noth- 
ing has been heard of either since 
then), so whether another Predator - 
or maybe even a number of Predators 
- returns for a re-match remains to be 
seen. Vou can see how it measures up 
when it is released in the Spring. 
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The Predator Is a younger crea- 
ture than that of the first film, 
and this is reflected in his 
actions and the style of his hunt- 
ing. In addition, his enthusiasm 
extends to a boiler arsenal, 
which Includes a dart gun and a 
net to disable Its prey. 






LucasArts on the art and science of entertainment 



WORKING 
IN THIS 
TOY FACTORY 
HAS ITS 
UPS AND 
DOWNS 

Tired of the same old 9 to 5? Then it's time to punch in 
for the Night Shift TW at Industrial Might and Logic. And 
take control of the wackiest, wildest, toy-making machine 
you've ever imagined. 

Here's your chance to punch out Darth Vader.' 

Or Luke Sky walker? Indiana 
JonesT even Zak McKracken? mini- 
ature dolls of your favorite Lucasfilm 
characters. But make sure you get 
their heads screwed on right Or this 
might be your last day on the job. 

Each eight hour shift takes just a 
few minutes to complete. But the 
better you get, the tougher your job 
gets. Bigger Quotas. Pesky lawyers. 
Furry pests. And of course^ 
the machine hardly ever L 
breaks down. 



• Recycled indusirial waste 
becomes fantastic plastic • if 
you can keepyourcool. 

' One wrong squeeze of paint 
and you'll turn ArtooDeetoo 
green with envy. 

' A squirt of glue, a whack in 
the head, and a toy is born. 

* You probably won 't need the 
automa tic quality controller, 
because youll never make 
mistakes. 

' Pack 'em up, ship em out, 
make a bundle, and go home 




AVAILABLE ON: 
CBM64/128, 
Amstrad, 
Cassette & Disk, 
Spectrum Cassette. 
Atari ST Amiga & 
PC & Compatibles 



HIFT 



US Gold Ltd., Units 2/3 Holford Way, Birmingham B6 7AX Tel 021-625-3366 





Kinetica bounce back with a space fantasy set in a space graveyard of 
the distant future. Dan 'spaced out' Slingsby comes down to earth for a 
sneak preview of Saragossa. Read on Earthlings... 



One of the menu screens which allows you to select which ot the tour 

alien ships you want to explore next. 



Right: A screen from 
the Organic ship 
which Is Itself a liv- 
ing entity with 
snaking veins run- 
ning along the floor. 




After the mixed reviews of 
Gold of the Aztecs. Liverpool- 
based development house, 
Kinetica. have bounced back 
wilh a game set in a space 
graveyard of the far future. 
Saragossa. a five level 
arcade adventure, is now well 
into production and is looking 
rather good. The game's 
being developed using 
Kinetica's Mac-based devel- 
opment system. Animator, 
which cuts out the need for 
any coding. Dispensing with 
the programmer means that 
the game can be put together 
on-screen by the artists and 
designers working on the pro- 
ject. The system's been 
developed over a period of 
seven years and was first 
used on Aztecs. Saragossa 
will be Kinetica's second 
game and will benefit from 
the lessons learnt when 
putting Aztecs together. 



LOST IN SPACE 



The game 
puts you in the astro-boots of 
a battle-hardened explorer 
whose spacecraft has inexpli- 
cably lost all power and is 
now stranded in a mysterious 
and eerie spaceship grave- 
yard. Luckily there are four 
other alien ships marooned 
nearby which might have the 
parts needed to fix your 
ship's warp drive. To repair 
your ship and escape the 
graveyard, all four alien craft 
must be explored and suit- 
able equipment taken away. 
Each ship is vastly different 
and crewed by a plethora of 
weird and wonderful-looking 
characters that look like 
they've just stepped out of 
the Canlina bar in Star Wars. 
They are also armed to the 
teeth and don't take kindly to 
someone trying to walk off 
with the family silver (or 
delithium crystals). 



• AT* 



The space fan- 
tasy theme of 
Saragossa has 
allowed artists 
Ray Colfey and 
Jack Wikeley a 
good deal of cre- 
ative freedom In 
which to exercise 
their vivid imagi- 
nation. Here's 
just one of a 
batch ot impres- 
sive starscape 
screens. 
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Two versions of the ctamp-like 
astrosuit worn by the explorer. 



This screen shows the skeletal outlines of one of the 
characters in the game at various stages of completion. 



The Kangabot sprite (above) was dropped 
because It proved too cumberbersome. 




A blown-up screen shot of the 
Walker sprlfe used by the player to 
move about one of Ihe alien ships. 



This is how the sprite will appear in the 
game. The explorer will sit In the top part of 
the body, controlling a number of high-tech 
weapons and deadly firebombs. 





A sprite editor shot shows some of the ani- 
mation frames involved in bringing the 
Walker sprite fo life. 




The Danger Room lets you test each astrosuit to its limit. 



Watch out for the 
ferocious space 
pirates on the 
Mercenary ship. 
They're a well- 
trained mob out for 
your blood. 




The sci-fi theme has 
allowed artists Ray Coffey 
and Jack Wikeley a great 
deal of creative freedom. 
Over the last year a tremen- 
dous amount of time and 
effort has gone into designing 
the four alien ships and each 
one is distinctly different in 
appearance and layout. The 
Organic ship, for example, is 
populated by insect-like crea- 
tures and mutated bugs. 
Even the ship is a living entity 
with thick bulging veins run- 
ning along the corridors. 
There's also a high-tech 
futuristic Silicon ship, a 
Mercenary ship crewed by 
gun-totting space rogues and 
a Crystal ship. Each one will 
have approximately 30 
screens in which to explore. 



ULTRA- VIOLENCE 



To move 
around each ship, the 
marooned explorer will have 
a choice of four suits/vehi- 
cles. Ray and Jack have 
come up with so many ideas 
for the spacesuits that the 
exact designs haven't been 
finalised. One that's definitely 
going to be included is a 
clamp-like vehicle which 
moves around by firing a 
metal sucker onto a wall and 
hauling the rest of the craft 
after it. Looking through 
some of the sprite editor 
shots, there's a very graphic 
sequence showing the craft 



exploding and the spaceman 
decompressing, his brains 
splattering against the 
opaque windows. Indeed, 
some animations have been 
deemed so violent that 
they've been cut from the fin- 
ished version in the interests 
of public decency! One such 
sequence that we won't be 
seeing shows an alien getting 
his legs blown off and then 
crawling around oozing blood 
everywhere. 

Influences and ideas have 
been drawn from a mixed 
bag of sci-fi films, books and 
comics. For instance, one of 
the astrovehicles looks simi- 
lar to the two-legged AT-STs 
from the Empire Strikes 
Back. There's even an X- 
Men-type Danger Room in 
the main ship where the 
player can try out each astro- 
suit against a battery of 
lasers, bombs and torpedoes. 
A lot of time and effort has 
been put in to making the 
hardware and weaponary as 
believable and 'authentic- 
looking' as possible. The 
main character has logged up 
an impressive 920 individual 
frames of animation, filling 
banks of sprite editor 
screens, and contorts into 
almost every position imagin- 
able. It all bodes well for the 
finished product. 

Look out for Saragossa 
this summer. 



THE TEAM 

Ray Coffey, 21 , has already had a chequered career work- 
ing for Eugene Evans at Imagine before moving to 
Kinetica. Interested in art from an early age. he worked 
on the graphics and animation for Gold of the Aztecs 
before working on Saragossa. Jack Wikeley, 21. also 
worked on the last level of Aztecs and supplied graphics 
for Mandarin's Fun School Series and a number of PD 
demos. Interestingly, Jack confesses to being a rank 
amateur with traditional drawing methods, but finds com- 
puter graphics a doddle. 
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How do you fancy winning a Sega Out Run Arcade Machine, so you can use it 

whenever you want and never have to pay to play? You bet!!! Well, this brilliant 
arcade game is worth £2000 and to give yourself a chance of winning it all you 
have to do is call 0898 101988 where you'll have to try and beat our race course 
before you get beaten by the clock!! If you get to the finish line in time and 
ve the best answer to our tiebreaker question then this rad machine is yours!!! 



Calls cost 33p (cheap rate) and 44p (at all other times) per minute including VAT. Populuxe Productions, PO Box 1640, London, NW1 8NG. 
Please ask your parents permission before you call. Average length of the call is 5.5 minutes and we advise that you ring at cheap rate. 



After the success of Lemmings, Psygnosis are set to launch another 
cute game. Dan 'uglier than sin' Slingsby takes a look at Puggsy. 



First touted on the PD circuit in the form 
of a two-minute rolling demo. Puggsy is a 
curious mixture of arcade adven- 
ture, shoot 'em up action and 
platform high-jinks set over 
four levels. Still some months 
away from release, the game 
features the adventures of a 
cute little red creature who 
pilots a rickety old spaceship 
around the galaxy in search of 
peace. He looks strikingly sim- 
ilar to the Gronk. Strontium Dog' 
bizarre-looking sidekick in a now long- 
forgotten issue of Fleetway's Starlord 
comic. 



DIONYSUS 



Put together by Dionysus, a 
Liverpool -based development team con- 
sisting of Alan McCarthy (programmer), 




Lee Carus (graphics) and Tim Wright 
(music), the demo was released in an 
attempt to generate some publicity. 
Hawking a copy of Puggsy 
around the PC Show in 1989, 
a deal was finally struck with 
Psygnosis after a mad 
scramble for the rights to the 
J game. It was a curious 
choice for Psygnosis, more 
noted for arcade adventures 
such as Shadow of the Beast, 
Barbarian and Obliterator than 
cute platform romps. With the 
impending release of Lemmings. Puggsy 
and Cutiepoo (working title only) 
Psygnosis appear to be moving into new 
areas. Steve Riding, Product Manager at 
Psygnosis, sees this as a logical develop- 
ment: 'Obviously, something like Shadow 





t t i i i n 





The second level will pi! Puggsy against a war-like race of barbarians. It's a shoot 'em up section 
although there will be a number of puzzles to solve as well. 




Below: Puggsy gels lo work on re-arranglng 
the Psygnosis logo. 





Top: Some ol the characlers that appear In 
the second level. Above: Puggsy hasn't 
heard that deely-boppers are out ot fashion. 



of the Beast would be very hard for a 
young child to play, so we've decided to 
diversify into more child-orientated prod- 
ucts. It wasn't really a conscious decision 
- the games just happened to come along 
at the right time. We're always on the look 
out for interesting titles. Recently we've 
released our first racing game - Nitro - 
and at the moment we're play-testing 
Armour-Geddon, our first 3D strategy 
wargame.' 

■■Vll,',tti:a»FjaiiMaf Most 0 f the graphics 
and animation for Puggsy are now com- 
plete, allowing Lee Carus to turn his 
talents to other projects. He's joined 
Psygnosis full-time and is working on a 
" couple of top-secret games that won't see 
the light of day for another year or so. That 
leaves Alan McCarthy still beavering 
away at home finishing off the program- 
ming with only the music by Tim Wright 
still to be added. Listing New Zealand 
Story and Rainbow Island as their top all- 
time games and classic Walt Disney and 
Tom & Jerry cartoons as their inspiration 
for Puggsy, the pair have worked on the 
game for more than a year-and-a-half. 
The short playable demos that have been 
put together certainly show a lot of 
promise. The cartoon-like animation 
works well and some of the in-game gags 
are especially funny. Even when the game 
isn't being played, Puggsy will tap his feet, 
cross his arms and show his impatience. 



PUGS IN SPACE 



Puggsy comes from a 
peaceful planet in a far-away solar sys- 
tem. Having cobbled together a 
rudimentary spacecraft he sets out to con- 
tact the four nearest planets and get the 
inhabitants to sign a peace charter 
against aggression. The game is set over 
four levels, each with 40-60 screens, and 
features a number of game styles. The 
first level is an arcade adventure set in a 
giant's world, the second a shoot 'em up 
and the third a platform game. Each world 
features a different alien race who have 
to be persuaded to sign a peace contract. 
The fourth level has yet to be designed 
but will probably be set on a robot planet. 
Originally, Puggsy was going to visit 
Earth, but Alan has decided to shelve this 
idea. If the game's a success in the soft- 
shops, he may use the idea as the basis 
for a sequel. 
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AMIGA DEALS 



AMIGA 500 STANDARD PACK 
★ A500 computer * 512k RAM ★ 1Mb disk drive * 

* mouse * modulator ★ 
* power supply * operation-manuals * 

* workbench disks, etc. * 



ONLY 



£339* 




AMIGA 

'/ 2 MEG 

UPGRADE 
BOARD 



* Uses latest 4 chip design 

* Memory on/off switch 

* Option of battery 
bached clock 

* Full 1 2 month guarantee 

* New super low price 



£29, 



.95 

Clock Venion 

£34.95 



A590 

HARD 

DRIVE 



* Official Commodore hard drive 

* Sockets for 2Mb RAM 

* Complete with free software pack 

* Built-in P.S.U/cooling tan r?-^/0 

ZZ07.95 



MOVE OVER TURTLES - ROBOCOP AND HIS PALS ARE IN TOWN! 



ROBOCOP 



INDIANA 
JONES 




BATMAN 



GHOSTBUSTERS II 



AMIGA SCREEN GEMS PACK 
featuring ROBOCOP AND FRIENDS 



Just Look At What You Get 



* Amiga as in standard pack 

* Days of Thunder 

* Shadow of the Beast II 

* Back to the Future II 

* Nightbreed 

* Deluxe Paint II 



PLUS exclusive to Dowline 

* ROBOCOP 

* BATMAN the Movie 

* GHOSTBUSTERS II 

* INDIANA JONES and 
the Last Crusade 



All for the incredible price of £369 95 



THE ALL ULTIMATE GAMES 
NEW PACK 



Take the pack on the left featuring Robocop etc and add the following: 

EXCLUSIVE DOWUNG MEGA TEN GAME PACK comprising RVF 

HONDA, DATASTORM. DUNGEON QUEST, E-STORM. GRAND MONSTER SLAM, KID 
GLOVES, POWERPLAY, SHUFFLEPACK CAFE, MICROPROSE SOCCER, TOWER Of BASEL. 

Total RRP of games over £229 
PLUS 

• Megablaster Joystick * High Quality Mousepad • Dustcover 

All for the unbeatable price of £399.95 




AMIGA "FIRST STEPS" 
EDUCATION PACK 



* Amiga as in standard pack 

* A501 0.5Mb upgrade 

* Pro-write 2.5 

* Deluxe Paint II 

* Deluxe Print II 

* Infofile 



* Music Mouse 

* Amiga Logo 

* Talking Turtles 

* Lets Spell at Home 

* BBC Emulator 

* Ten CBM disks 



£529.95 



AMIGA 
PERIPHERAL 
PACK 

A must for every Amiga user 

* 1/2 Meg upgrade board RRP £49.95 

Giving your Amiga a full 1 meg of RAM 

* CAX354 CUMANA DISK DRIVE RRP £89.95 

Renowned as the 'best" on the market 

* Box of 50 DS/DD disks RRP £39.95 

High quality, individually wrapped disks 



Total RRP £179.95 



OUR PRICE 
£99.95 



UNITS 48-50 TYNE ROAD, SANDY, BEDS, SG19 ISA 



iiHIL — ^ . .,' Being Star registered dealers we only sell 
*KlrtrMl^H' ■ official UK machines which come with a full 1 
=±AS^Cllll .^^BKf year guarantee. Beware of inferior imported 
i OMi-i i*:r printers products. 


PRINTERS 


RRP 


OUR 
PRICE 


Star LCIO Mono 144/36 cps 

Star LCIO II 25% faster version 

Star LCIO colour. 7 colours 

Star LC24-10 • 24 pin mufofont 

Star LC24-15 wide carriage version ol LC24-I0 

* Star FRIO 300/76 cps, 31K buffer. 16 NLQ fonts 

* Star FR15 wide carriage version of FRIO 

* Star XB24-10 professional 24 pin senes, 27K buffer 

* Star XB24-15 wide carnage version ot the above with 41K buffer 

* Star LS08 LASER PRINTER 1Mb Ram, 300 x 300 dpi 
Star LCIO sheet feeder (auto) 

Star LCIO mono ribbons 
Star LCIO colour ribbons 
Star LC24-10 ribbons 
Star LCIO quality dust cover 

* 1 2 months on site maintenance 


£229.95 
£263.35 
£297.85 
£343.85 
£573.85 
£527.85 
£68885 
£688 85 
£907 35 
£2172.35 
£74.75 
£5.95 
£7.95 
£7.95 
£7.95 


£149.95 

£169.95 

£189.95 

£229.95 

£389.95 | 

£369.95 1 

£459.95 1 

£459.95 
MUM M . 

•.V wJ J . J -J 

£1399.95 
£59.95 
£3.95 
£5.95 
£5.95 
£5.95 



IL 



THE NEW 200 SERIES FROM §>1&£MF 

"The best printers just got better!" 



LC-200 FACT FILE 

,V Multi-purpose 9-pin, 80 
column dot matrix printer 
with colour 

> Black and colour ribbons 
included as standard 

> Electronic dip switches {see 
LC24-2O0) 

A 180 cps draft elite/45 cps 
near letter quality 

> High speed draft facility 
225 cps at 12 cpi 

& Swivel selectable push or 
pull tractor 

,V Bottom feed 
Advanced paper parking 
with sheet feeder installed 

> Eight resident NLQ fonts: 
Courier, Sanserif, Orator, 
Script and italic versions 



LC24-200 FACT FILE 

£ Versatile 24-pin 80 column 
dot matrix printer 

> 200 cps in draft elite/67 
cps in letter quality mode 

> 10 resident LQ fonts 

> A high speed draft facility of 
222cps at lOcpi 

> Swivel selectable push or 
pull tractor 

-V Bottom feed 

.V Advanced paper parking 

with sheet feeder installed 
.V The economy of first and 

last line printing 
ft 7 K-byte buffer expandable 

to 39K-bytes 
-Jr 11.7' carriage (A4 in 

landscape format) 
-V Multi-part mode for 1 + 4 

copies 



RRP £297.85 



OUR PRICE 
£199.95 



RRP £366.85 



OUR PRICE 
£239.95 



LC24-200 COLOUR 
FACT FILE 

ii Multi-purpose colour version 
of the 24-pin LC24-200 

> Seven colour printing - 
black, purple, orange, 
green, pink, blue and yellow 

-V 30 K-byte buffer expandable 
to 62 K-bytes 

-.V 10 resident letter quality fonts: 
Sanserif, Times Roman, 
Courier, Prestige, Script and 
italic versions 

-V Eelctronic dip switches 
operable from the push 
button front control panel (as | 
the LC24-200 mono version) 

> Optional font cards including 
Russian 

.V Standard black ribbons 
available for economy 
purposes 

OUR PRICE I 
£279.95 



RRP £424.35 



3 V HIGH QUALITY 
DISKS 

Box of 50 £19.95 

Box of 100 £37.95 

Box of 250 £79.95 

Roll of 1000 labels £5.99 

* 100 % certified ★ Individually wrapped 
* 'Made in Japan" Media * Fully Guaranteed 



MUSIC X SCOOP 

rfusic X Junior £79J55-*.. .£34.95 

isic X 1.1 £149.95 ....£59.95 

4 Port Midi lnterface....£29.95 £14.95 

HURRY STOCKS LIMITED 



CUMANA CAX 354 
DISK DRIVE "SCOOP 

* Latest slimline design 

* High Speed Access 

* Acknowledged as "the best' 



RRP l'H'J.95 



SCOOP 
PRICE 



£59.95 

> 

ATARI ST VERSION £69.95 



COMMODORE 1084S 
OR PHILIPS 8833 MKII 

* Stereo Colour Monitor 

* Can be used as a TV with Tuner 

* includes Amiga/ST cables 



KKI' S299.0C 



ffi £249.95 




DOWLING 

HOW TO 



ORDER 





TELESALES ORDER LINE 0767 681760 (8 lines) 



BY PHONE 

Simply call our head office quoting your 
Access/Visa number on 

(0767) 681760 

(8 lines) 
BY POST 

Make cheques, building society drafts 
or postal orders payable to: 

Dowling Computers 

DELIVERY (UK M-nb* mini irrji(| 

Please add £6 courier delivery for 
orders over £100, add £2 p&p tor 
orders under. 



★★★★★★★★★★★★★ 

GOLD CLUB SERVICE 

[* 7 day money back guarantee if not completely 
satisfied 

|* 30 day exchange for new policy should a fault 
occur 

|* 1 year guarantee giving FREE collection and 
delivery service should a fault occur 

i* Exclusive gold card with personal membership 
number entitling you to special offers 

|* All this for a nominal £10 per item over £100 

PRICE PLEDGE 

I We know the majority of you prefer to buy from us 
I but are sometimes tempted by smaller companies 

offering a £1 or so price difference. That is why we 

have now introduced our 

"PRICE PLEDGE" 

"WE WILL MATCH ANY PRICE OFFERED 
ELSEWHERE ON A SAME FHODUCT BASIS"- 

* Subject to slock 

WHY CHOOSE DOWLING? 

* ESTABLISHED OVER 4 YEARS 

With a growing reputation lor 'putting the 
customer first . We intend to satisfy many more 
customers for years to come 

* TECHNICAL SUPPORT/ON -SHE 
ENGINEERS 

Employing over 20 specialist staff, we are 
equipped to deal with the majority of queries 

* FULL TESTING PROCEDURE 

All computer hardware is tested prior to despatch, 
proving Dowlings commitment to customer care 

So choose Dowling and put 
our reputation to the test! 



ON YOUR DISK 



Once again, CU comes 
up trumps and pro- 
vides you with two 
more fully playable 
demos of the hottest games. 
First of all, we herald the return 
of Pogo in an exclusive tower 
from Ncbulus If, and then ace 
dealer of death and kicker of 
alien butt, Turrican returns in 
our one level of Turrican II, 
which boasts more aliens, more 
backdrops, and more death... 




Don't slay in the same place lor too long at the 
bottom ol the tower otherwise you'll be dragged into 
the sea. And some ptatlorms collapse, so beware! 





The most 
uselul 
weapons (or 
the demo 
version are the 
keys, the 
rocket, the 
magnet, the 
boots and the 
transporter 



NEBULUS II 



Some doors are multi-directional and will take you 
to a different destination depending on which 
direction you are lacing when the door Is entered. 



Supplier: Hewson. Price: £19.95. Controls: Joystick. 

Having successfully negotiated all sixteen towers in John Philips' superb orig- 
inal. Pogo returns for more platform trickery in this much improved sequel. 
Once again, a cluster of towers have sprouted up from nowhere, casting a 
horrible shadow over the normally pretty world Pogo lives in. Armed with a 
number of explosives and their detonators, he must ascend each tower and 
blow them up. However, the towers are now inhabited by even more nasties, 
and they also sport more platform traps than ever before. True to form, 
though, Pogo is armed with an unlimited supply of bullets and these are used 
to temporarily stun the deadly creatures which patrol the towers' walkways, 
and if he makes it to the top, he then gels to earn bonus points in one of three 
sub-games. 

Our demo contains a tower which won't be available in the final game, and 
is the perfect showcase of the many improvements in Nebulus II. Pogo is 
controlled using the joystick, and he can jump whenever it's pushed up. 
Finally, pressing fire activates his gun, and sends a chunky bullet directly 
ahead of him. To avoid flying aliens, either duck into the tower or grab a par- 
cel then you cannot be hit and knocked down. The tower must be completed 
before the strict time-limit expires, but the many traps and inhabitants are out 
to stop you. and must be avoided or stunned. The traps come in the form of 
collapsing platforms, conveyor belts that drag you lo your doom, and lifts that 
drop when you least expect it, and every time you tall foul of the traps you are 
dropped a few levels back down the tower. If you fall into the water, though. 
Pogo dies and you have to start from scratch. 



LOADING THE DISK... 

Simply insert the disk into your drive, and it will auto-boot. A short 
intro will play, and pressing the left mouse button skips past this 
to another screen from which you can choose which of the two 
games you want to play. Your selection is made with the relevant 
F key, and the chosen game will then automatically load. Both 
games require a joystick. 
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It's the dawning of a brand new era in disk entertainment. 
Journey into the future as CU Amiga brings you exclusive, hith- 
erto unseen, playable demos. Get ready to fight - or jump - to 
your death, as Turrican and Pogo return for more mayhem 



TURRICAN II 




Supplier: Rainbow Arts. Price: £19.95. Controls: Joystick. 

Having fought against seemingly impossible 
odds to defeat the dream-demon, Morgul, in the 
first game, Turrican was the natural choice to 
send into battle when a master computer seized 
control of the surrounding areas. Secreted within 
a massive building, the manic machine is cur- 
rently sending its many minions on excursions to 
overthrow new areas and claim them in its 
name. Turrican's land is the latest place to fall, 
and as a last hope, the populace have sent out 
our armoured hero for a final confrontation. As in 
the first game, the action takes place over a 
number of eight-way scrolling levels, which go to 
make up the five planets which the computer 
has seized control of. In addition, Turrican is 
also armed up to the teeth again, with weapons 
ranging from his usual smart bombs and bullets, 
to a massive flame-thrower and scatter-shots. 
However, the enemy are slightly more resilient 
and attack in larger numbers, ensuring that this 
battle is no walk-over. 

Our demo is one of the first levels, and is a 



Hit the 
block of 
stone 
above you 
to re- 
charge and 
sustain 
your 
energy 
level. 




showcase of the game's graphics and many 
nasties. Among the many improvements over 
the first game, Turrican ii now sports shaded 
backdrops and digitised speech. In addition, 
the game now has many more hidden rooms 
and features than the first game, along with 
larger end-of-level and mid-level guardians. 
Turrican is controlled using the joystick, with 
all the usual controls prompting him to run, 
jump and fire, whilst holding down the firebut- 
ton ignites his new flame-thrower and the 
spacebar activates his unique screen-clearing 
smart bombs. 

Armed To The Teeth... 

Turrican starts the game armed with a rela- 
tively useless laser, but other equipment can 
be picked up along the way, including... 

A Flame-Thrower. Activated by keeping the 
firebutton depressed, its length can be 
extended by collecting certain enhancement 
pods. 

Three-Way Fire. Back from the first game, this 
cuts a swathe through most of the aliens, and 
can be upgraded to five-way firing. 

Laser. Another weapon retained from the first 
game, the laser cuts through everything in its 
path until it exits the other side of the screen. 

Smart Bombs. Activated by the spacebar, they 
eradicate everything vaguely alien on the 
screen at the time of detonation. 

Gyroscope. Not exactly a weapon, but useful 
for getting out of tight energy-sapping 
scrapes. Pulling down on the joystick whilst 
pressing fire activates it, and the joystick then 
sends you zooming left or right. 



WON'T LOAD? 

In the very rare occurence that your 
disk doesn't load, pop it in an 
envelope and send it to: 



CU Disk Returns 
PC Wise 
Merthyr Industrial Park 
Pentreebach 
Mid Glamorgan 
CF48 4DR 



They will then check the disk, and 
send a replacement back as soon as 
possible Please don't ring the CU 
office regarding faulty disks, if you 
have a problem PC Wise have an 
emergency phone number which Is 
open from 10:30-12:30 weekday 
mornings. The number is (0443) 
693233. 
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CU takes an 
exclusive peek 
into the future 
and looks at 
four potential 
blockbuster 
games. 






SWITCHBLADE II 




MORE PLATFORM action as Gremlin's 
cute hero returns. 

GAMEPLAY: It has been two-hundred 
years since Hiro saved his people from 
the evil Havoc. His adventure into the 
dark catacombs of Havoc's lair culmi- 
nated with a battle which, apparently, 
ended the evil despot's reign. 
Unfortunately, this obviously wasn't the 
case as Havoc has returned and is set 
to overthrow the innocent people once 
more. Luckily, after Hiro's quest, one 
member of his family has been trained 
in case of a possible return, and now 
the latest in the family line is to be put to 
the test. 

The game uses the same graphics 
style of the first game, with the same 
dark and claustrophobic colours used to 
depict the interior of Havoc's lair. 
However, the new hero is armed with 
suitably futuristic weaponry, ranging 
from lasers to flame-throwers. In addi- 
tion, the action is more 
arcade-orientated than its forerunner 
with more to shoot and the enemy 
sprites attacking you in groups of two or 
three. Likewise, awaiting you at the end 
of each stage is a massive end-of-level 
guardian who must be defeated before 
you can continue. 

PLUS POINTS: Switchblade //takes 
the basic idea behind Switchblade but 
enhances it immeasurably. The graphics 
are superb and the limited use of colour 
enhances the game rather than making 
it look drab. The action is now a lot 





Both George Allen 
and Paul Gregory 
(above) worked on 
Gremlin's Inventive 
environmental 
shoot 'em up, 
Venus. 



Nearly all the 
weapons trom the 
original game have 
been upgraded and 
made more effec- 
tive. 




It's been 200 years since Hiro saved his people from enslave- 
ment and now his decendant must battle the evil Havoc. 



faster, with more to shoot and gone is 
the annoying system where you had to 
keep kicking the enemy until they die. 

ANY QUESTIONS: The original 
Switchblade was written by Core, and 
this sequel is in the equally safe hands 
of George Allen and Paul Gregory, both 
of whom worked on Venus for Gremlin. 
The first game was a little on the slow 
side, and this sequel has been made a 
lot faster on purpose, with the shoot 'em 
up elements expanded upon. 



FIRST IMPRESSIONS: So far, it looks 
a little bit like Turrican and its brilliant 
sequel , but this is no bad thing. 
Graphically, it's a treat, and the game- 
play doesn't let it down as it has plenty 
to keep the most ardent of shoot 'em up 
fans busy. Each level spans a massive 
100 screens, making for a massive and 
action-packed game, and the only prob- 
lem that may creep in is repetition. If this 
can be solved, though, then Gremlin 
have got a sure-fire winner on their 
hands. 
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WRECKERS 



ABSORBING arcade/adven- 
ture which heralds the return 
of Denton Designs. 

GAMEPLAY: Comprising 
both exploration and shoot 
'em up elements. Wreckers is 
set in an orbiting space sta- 
tion which is on a routine 
exploration mission. 
However, its silent gliding 
through space has not gone 
unnoticed, and a particularly 
nasty glutinous lifeform is 
preparing an attack on the 
relatively unarmed beacon. 
These jelly-like creatures 
appear from the depths of 
space and proceed to stick to 
the side of the station. By a 
system of osmosis, they then 
gain entry to the station's gal- 
leys and embark on a 
mission of unbelievable dev- 



astation. Their main goal, 
though, is to make their way 
to the station's crew quarters 
and subsequently absorb the 
crew members. By doing this, 




plex is depicted using an iso- 
metric perspective which 
scrolls to keep the action cen- 
tered. The game starts off 
slowly with the alien attack in 
its early stages, but as the 
attack hots up a great deal of 
lateral- and quick-thinking is 
required. To aid you in your 
task, you have access to the 
many lifts and shuttles that 
ferry you to key parts of the 
station, and the shoot 'em up 
sub-game comes into effect 
should you leave the station 
to take out some of the 
oncoming creatures. 
Naturally, though, the gluti- 
nous baddies aren't going to 
take this lying down, and if 
you aren't quick enough with 
your laser, one of your crew 
members will be transformed 
into one of them, which will 
cause you untold trouble 
unless he is quickly hunted 
down and put out of misery. 

PLUS POINTS: The scenario 
is refreshingly original, and 
the variety of the gameplay 
within the exploration basis 
should ensure that tedium 
doesn't encroach. 
Additionally, the game seems 
to play quite well with a lot to 



ANY QUESTIONS? As with 
most arcade/adventures, they 
can prove tedious once you 
have scoured the play area 
and found all the game has to 
offer. The different sections 
should ensure this doesn't 
happen, though, and the only 
other niggle is that the game 
can take any amount of time 
to complete - depending on 
the actions of the aliens - 
and it may prove rather frus- 
trating to clear a zone only to 
return and find it overrun 
again. 

FIRST IMPRESSIONS: A 

good, original product which 
makes a pleasant change 
from the plethora of arcade 
conversions which are cur- 
rently appearing with fierce 
regularity. Even though it is 
scheduled for a February 
release. Wreckers may get 
lost in the crowd, and this 
would be a massive pity as 
Audiogenic may have a 
playable little romp on their 
hands. 

DENTON DESIGNS: One ot 

the original developments 
houses, Denton Design were 
at the forefront of Spectrum 
game design. Responsible 
for - amongst many - 
Ocean's Gift From The Gods 
and the conversion of Spy 
Hunter tor U.S. Gold, Denton 
were also one of the first 
development houses to pro- 
duce games for the 'new era' 
of 16-bit machines. Their first 
title was mega-hyped Star 
Trek for Telecomsoft which 
was announced in 1984 but 
never saw the light of day 
until two years later. When 
the game was released, it 
had been on the hacking cir- 
cuit for ages, but was still an 




The honeycombed space station has been over-run with slimey-looklng aliens and It's up to you to stop 'em. 



they also gain the poor unfor- 
tunate's knowledge of the 
ship and their attack and 
strategy starts to grow. 

As one of the remaining 
crewmembers, it is up to you 
to defend the station from 
attack. The sprawling corn- 



see and a seemingly insur- 
mountable task ahead. The 
way the creatures absorb into 
the walls and take over char- 
acters is depicted in small but 
detailed sprites, and the gen- 
eral graphical effect is 
suitably sci-fi. 



impressive showcase of what 
the ST could do, and sported 
superb digitised pictures of 
Kirk and his crew, along with 
some brilliant sound effects. 
Since then, they have been 
extremely quiet, but obviously 
very busy. 
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Off 





The Flames have been lit - A new age dawns 

Midwinter II. Flames of Freedom will be available for your Atari ST, Commodore 
Amiga and IBM PC compatibles in the Spring of 1991 



MASTERS OF STRATEGY 



MicroProse. Unit I, Hampton Road Industrial Estate, Tetbury, GIos. GL8 8LD 





RODLAND 



LONG-AWAITED conversion 
of Jaleco's brilliant coin-op. 

GAMEPLAY: Rodland is a 
conversion from Jaleco's cute 
coin-op and stars two fairies 
who are out to rescue their 
mother from the evil Maboot. 
Maboot has locked our chums' 
mum in a tower and has 
ensured that she is impossible 
to reach by casting a spell over 
the friendly creatures which 
inhabit the land. Thus, what 
were once a happy bunch of 
walking fruits and assorted 
cuddly animals now bare their 
newly-acquired fangs at any- 
one who dares try to pass 
them. The game is split into a 



number of platform-laden 
screens, and these must be 
negotiated one at a time. Each 
screen is inhabited by the 
mutated creatures, and the 
two characters must either 
avoid contact with the 
patrolling creatures or bash 
them with magic rods to stun 
them; failure to do so results in 
the loss of a life. In addition, 
each screen contains a num- 
ber ot pretty flowers, and the 
key to accessing the next 
stage is collecting these. 

ANY QUESTIONS: Rodland 
is in the capable hands ol 
Ronald Pieket Weserik and 
John Crowdy who have just 



finished work on the impres- 
sive SWIV. The actual coding 
hasn't been started, but work 
has begun on the graphics. 
The programmers have been 
sent sheets of info from 
Jaleco. and the graphics 
have been ported over from 
the coin-op before being 
retouched using DPaint The 
actual coding is set to start 
sometime in March or April. 

PLUS POINTS: The simplis- 
tic gameplay makes Rodland 
easy to get into but hard to 
put down. Everything from 
the coin-op will be included in 
the Amiga version, and the 
graphics are already looking 
clear and superbly defined. 

FIRST IMPRESSIONS: 

Bearing in mind their past 
coin-op successes, Rodland 
should be a doddle for Storm. 
It's already looking almost 
identical to the coin-op, with 
all the game's many charac- 
ters faithfully recreated. The 
gameplay will, obviously, be 
the deciding factor in how 
good a conversion it will be, 
but the team are confident 
that they can produce a near- 
identical conversion. If so. 



then fcodland is set to be one 
of the best cutesy conver- 
sions since Graftgold's 
brilliant Rainbow Islands. 




The sprite editor shots look 
remarkably faithful to the Jaleco 
coln-op characters. 




MOONSHINE RACERS 



RACE game based on The Dukes Of 
Hazard courtesy of Millenium. 

GAMEPLAY: Whereas most race 
games are set against the clock, 
Moonshine Racers involves trucking 
supplies of Moonshine (an illegal 
whiskey) to key points throughout the 
game. Out to stop you are the local 
authorities headed by one rootin', tootin' 
Fat Sam. his daughter, Petula. and his 
trusty canine, Rommel. Along with the 
less-than-intelligent local Police, this ter- 
rible trio are out to make your life hell by 



creating roadblocks, damaging your 
vehicle, and generally getting in the way. 
However, the more successful deliveries 
you make, and the more Moonshine you 
deliver with each journey, the more 
money you make. This can then be 
taken to your local dealer who will sell 
you anything from fluffy dice to turbo 
charged engines and supergrip tyres. In 
addition, a wise driver will buy a map, 
which will then be displayed in the top 
left-hand side of the screen, allowing 
you to avoid the aforementioned road- 
blocks along with any broken bridges or 
the like. 

PLUS POINTS: It's surprising that the 
Dukes Of Hazard idea hasn't been used 
before as it offers a lot of scope (there 
was an official licence from Elite aeons 
ago. but it was awful). Let's just hope 
that there's a lot to do. 



ANY QUESTIONS? Development 
house, Teque, are behind the game and 
they handled the conversions of 
Continental Circus and Chase HQ, so 
they should be able to recreate a good 
feeling of speed. The main problem will 
be with repetition but the advent of bro- 
ken bridges and roadblocks should add 
the required variety. 

FIRST IMPRESSIONS: The version 
we saw was an early one, but already 
the game is progressing nicely. Teque 
are using the same scrolling system as 
they did in Continental Circus, coupled 
with a desert landscape and mountains 
in the background. The update is fairly 
fast, and the truck itself is a nice enough 
sprite. However, there were still a lot of 
features to add - hazards, etc. - which 
may slow the final released version 
down considerably. 
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TOP CAT 





The latest game in the Hi Tec Hanna Barber* series stars the world famous Top Cat 
and his gang hotly pursued as evar by Officer Dibble. 
When an old lady leaves her worldly fortune to Benny the Bell because her only 
rightful heir, Amy, is missing, Tap Cat and the rest of the gang end up in Beverly Hills 
in the luxury of Madam Van Der Gait's mansion. Snerdly, the butler, is next in line if 
can get rid of Benny. In between rides fn tho limo and having fun around the pool, 
will T.C. and his gang save Benny and find the missing Amy? 



at 90 



Hi TEC SOFTWARE LTD ■ 4 5 BARMOUTH COURT 



BARMOUTH ROAD SHEFFIELD S7 2DH TEL: 0742 587655 FAX; 0742 5B0547 



SCREEN 



SCENE 



Welcome to Screen Scene, the essential 
guide to Amiga games. Our reviews are 
timed to coincide with the release dates of 
the games themselves, so you won't find any 
out of date reviews here, only up to the 
minute information from an experienced 
team of joystick journalists. 



SOUND Four channel sampled 
stereo rock or a Stock, Aitken and 
Waterman drum track? The higher 
the rating the higher you run the 
volume. 

GRAPHICS Not just overall 
prettmess, but animation, style, 
design and the way the visuals lit 
in. So it doesn*t have to be the 
prettiest game in the world to score 
high here. 

PLAYABILITY This rating lets 
you into how easy it is to get into a 
game, and once you start playing 
whether it's addictive or uninterest- 
ing dross. 

INSTABILITY Speaks for 
itserf. The higher the rating the 
longer you'll be loading it up. Ties 
in closely with the payability rating. 



OVERALL The most impor- 
tant of the lot. And here's CU's 
rough guide to ratings:- 



0- 29% 
30-39% 
40-49% 
50-59% 



60-69% 

70-84% 
85-92% 
93%+ 



Man, this stinks. 
Phew, avoid. 
Below par. 
Worth checking 
out if you're a 
fan of the game 
style. 

Above average, 
but with a lot of 
room for 
Improvement. 
Good but 
flawed. 
Screen Star, 
recommended. 
Super Star, our 
highest 

accolade. Must 
not be missed. 



AMIGA SPEC 

Watch out lor this addition to our 
reviews. The Amiga Is the finest 
home computer that money can 
buy, and if we really feel that a 
game is pushing the boundaries of 
the machine we'll tell you how and 
why. Each and every Amiga soec 
will be tailored to the review. Some 
of the ratings are objective — eg 
number of onscreen colours, levels 
etc; others, such as an assess- 
ment of the scrolling speed, are 
based upon the considered opin- 
ions of the CU Amiga team. All 
such subjective ratings are marked 
out of ten. 



AMIGA SPEC 

MEMORY REQUIRED 440K 
SCROLL SPEE0 6 
COLLISION DETECTION 4 
COLOURS ON SCREEN 32 
LEVELS 48 
DIFFICULTY LEVEL 8 
HOURS TO COMPLETE 67 
NUMBER OF PLAYERS 2/4 
GRAPHICS STYLE SOME 
FRACTALS SYNTHESISED 
SOUND + COIN-OP SAMPLES 
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Ninely-three percent and a 
game's worth a superstar. We 
hardly throw these around — but 
if a game displays totally supe- 
rior qualities, it just might be in 
with a chance. 






THE AD TEAM 

So exactly what happens when 
the editonal team are slaving over 
a hot Apple Mac 7 The ad team 
are on the job. so to speak. And 
here they are: 

TOM GLENISTER 

Tom's the Ad Manager. He's In 
charge ol pulling in the softbiz's 
glossy, well crafted ads. Tom likes 
Paula Abdul and balsa wood 
Spitfires. 

TINA ZANELLI 

It's a demanding job being an Ad 
Sates Executive, but Tina handles 
the pressure by asking people to 

fetch her Ribena Light Of so- 
called Latin origins, she's prone to 
slapping staff writers around and 
pinching their bottoms 

REMZI SALIH 

Hemzi's our production bod. Her 
job is to deliver to the printers all 

of the adverts m each issue. 
Despite her dentals, her ambition, 
we believe is to own an advocado 
plantation in Beverly Hills 




The CU Screen Star is for games 
scoring 85%-92V If a Screen Star 
is awarded Ihen you can be sure 
that Ihe product will have reached a 
high standard in gameptay. sound 
and graphics, and that it will have 
long lasting appeal. 





They may look harm- 
less, but each time 
you encounter the 
trogs their tongues 
get longer. Get caught 
on the end ot one ot 
these and they'll lick 
away at your energy. 



EXTERM 

This wasn't a job for any pest controller - it was a job for The Exterminator. 
CU takes a look at the Amiga conversion of Gottlieb's coin-op. 



One of the mosl original 
and visually stunning 
coin-ops of recent times, 
Gottlieb s excellent Extermina- 
tor, reaches the Amiga this 
month thanks to multi -talented 
development house, The 
Assembly Line. The game fea- 
tures an on-screen pair of hands 
which have to visit seven 
houses in a street, each with five 
rooms, and destroy all the rabid 
rats, spiders, killer bees, flies, 
toy tanks, and rampaging wal- 
nuts (I) that reside therein. This 
is done by crushing, shooting or 
stamping the bugs to death as 
they fly or skitter towards you. 
There are even killer tomatoes 
on the loose ready to slime you 
into submission. 

The game starts with the 



local ratcatcher pulling up out- 
side one of the houses in the 
infested street (which looks sur- 
prisingly like Brookside Close). 
Out of the van comes a giant 
hand which flies into the house 
- then it's straight into action. As 
the game's essentially a shoot 
'em up, it's fairly easy to get the 
hang of things - just kill every- 
thing in sight and you'll do fine! 
Each house contains five bug- 
infested rooms, such as a 
basement, kitchen, nursery, 
attic and living room. To make 
progress you must travel 
through each room destroying 
enough bugs to turn the white 
tiles on the floor blue. Each bug 
that's killed changes one tile 
directly below where the kill was 
made. Complete a line of tiles 



and the game moves on to the 
next room and so on. 

As well as contending with 
tank fire, stinging bees and 
assorted other killer bugs, 
there's an annoying wasp which 
attaches itself to your hand and 
which will sting you it you don't 
shake it off. A juice bottle is also 
flying around and will zap you if 
it's not taken out. At the top of 
the screen is a juice meter - 
each time you're stung by the 
wasp, shot by the juice bottle, hit 
by an exploding mine or tank 
missile you lose some juice. The 
juice meter can be tanked up by 
grabbing the mines before they 
explode, catching the juice bot- 
tle or crushing a roaming 
dodecahedron. 

Throughout the game are 



special warp modes. These are 
hidden in various rooms. The 
first appears in the kitchen of the 
first house. A fridge door is open 
in the back of the room and if 
you can fire shots into the 
freezer while it remains open 
you can skip to the next house. 
It's a good idea to pause the 
game in each room and take a 
careful look round for anything 
that looks out of the ordinary. 
There's also a bonus round in 
each house. The first two 
involve shooting rats » / 
in the basement ^ 
as they run along 
shelving. It's 
quite difficult 
to actually 
shoot anything 
because it's 0i 





J.UWL 



A tank takes aim at the hand as It 
hovers overhead. Unlike the hand the 
tanks aren't 'armless and shoot 
missiles in random directions when 
they reach the top ot the room. 
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Special bonus rounds are found in each house. In this one. rats are 
skittering around shelving In the basement and the hand has lo tire shots 
at them to score points In a set period ot time. 





SCREEN 



SCENE 




hard to gauge where the bullets 
will land Thisisatairly annoying 
aspect of the game - it's really 
pot luck if you manage to snag 
a bug at all Later bonus rounds 
involve crushing cans, nuts, rats 
and tomatoes as they roll 
towards you. 

The game can be played by 
one or two players, each player 
controlling one hand. The two 
player option is best as you can 
compete with a friend to clear 
each room. At times the action 
is fairly frantic, especially when 
the dragonflies start dropping 



mines and the tanks pepper the 
air with bullets. After all seven 
houses have been turned into 
bug-free zones, there's the Ulti- 
mate Challenge. The action 
moves outdoors and the 
player's confronted with half-a- 
dozen waves of insects. Each 
wave is made up of 1 3 bugs and 
it takes some skill to defeat this 
lot. 

The game's graphics are out- 
standing and mimic the coin-op 
effectively. Sonicwise. the in- 
game tune is a little repetitive 
and fairly annoying after you've 



been playing for a while. How- 
ever, the sampled sound effects 
more then compensate and add 
to the overall feel of the game. 
For 1 mb owners there's the 
option of additional music 
for different sequences - 
for instance, a military tune 
plays whenever the tanks 
are on the attack. 

All things considered, 
Exterminator is a cracking 
shoot 'em up which goes to 
prove that new games can 
be original, 

Danfel Slingsby 




The bug-catcher's van pulls up in Brookslde Close. Quite 
why every room should be decked out in gaudy bathroom 
tiles is never clearly explained. 





EXTERMINATOR 

ON LINE FOR SUCCESS 



*" The original coin-op featured some 
innovative graphics, including a 
pair ot digitised hands and some 
imaginative (lying bugs, together 
with a palette ol 32.000 colours to 
choose from. The 16-bit conver- 
sion has had to simplify matters, 
but to what degree? The pace ot the 
arcade machine was fast and furi- 
ous to say the least, with cluttered 
screens depicting tens of maraud- 
ing ants and murderous killer bees 
intent on overwhelming the player. 
Obviously, any conversion would 
have lo try and emulate the quality 
graphics and animation while 



keeping the game speed at an 
acceptable level. Audiogenic 
passed the buck to The Assembly 
Line, responsible for hits such as 
Pipemania and E-Motion, and the 
team have pulled out all the stops 
to make the 16-bit conversions play 
like a dream. 

A special team. Blue Turtle, 
were called in to handle the graph- 
ics and have managed to retain the 
flavour of the original coin-op as 
well as adding extra background 
details. As you can see from the 
screen shots printed here, the 
detail and clarity is amazing. 



Waich out. The wasp has attached Itseil to your hand and will now fol- 
low you about the screen. The only way lo budge It and send it to the 

back ot the room is to wag- 
gle the joystick and shake it 
loose. Wait too long and 
the wasp will sting you, 
making your hand throb 
and your |uicemetor loose 
valuable energy. 





SCREEN 



SCENE 



RAT CATCHERS 

The rat population is booming and 
out ot control. In some areas, rats 
the size of small cats have been 
sighted and the threat is spread- 
ing. That's not surprising when 
you consider that a single pair of 
rats can produce over 2.000 off- 
spring a year. With a 70% 
increase in the rat population in 
the last two years, many local 
authorities are ploughing funds 
into special rodent control teams 
in an effort to wipe out the menace 
once and for all. Rats are capable 
of spreading a number of virulent 
and extremely nasty diseases, 
ranging from cholera, fever and 
salmonella to Weil's disease 
which can cause jaundice and 
haemorrhaging in serious cases. 



AUDIOGENIC £24.95 



t Weirdo shoot 'em up 
that's great fun to play J 

GRAPHICS 92% 

SOUND 84% 

LASTABILITY 80% 

PLAYABILITY 93% 



OVERALL 90% 





ATTACK OF THE KILLER TOMATOES 

Quite what giant killer tomatoes are doing in Exterminator is anybody's guess. But it 
does give us an excuse to take a look at one of the worst movies of all-time. Attack of 
the Killer Tomatoes took the movie critics by storm back in the late 70s. Hopelessly 
inane', ' Preposterous' , 'Awful' and I've never seen a movie theatre empty so quickly' 
were just some of the many accolades awarded to the tilm. This spool-like movie 
roundly takes the mick out of the horror genre as man-eating tomatoes emerge trom a 
garbage disposal to wreak havoc on the city of San Diego. Thrill as large wobbly toma 
toes squelch their way through the ghettoes and suberbs of the Californian city, 
squashing all-comers! Be amazed as monstrous, bloated ketchup refugees slime their 
victims to death in a cocktail of tomato juice! Yes, this one had it all. In a thrilling cli- 
max, the gaggle(?) of tomatoes are herded into the local footy stadium and squished 
underfoot by the city's brave citizens. 

Unfortunately, this was not the last of the killer 
tomatoes, as a couple of years later someone had 
the original idea (and obvious good taste!) to 
film a sequel, the imaginatively titled, 'Return 
of the Killer Tomatoes'. This time Professor 
Gangrene has discovered how to turn toma- 
toes into perefct replicas of men and women 
out for revenge. I'll never be cruel to a bottle 
of ketchup again. 




Above: Rambo meets Tomatoes 
In the rip-snorting sequel to 
Attack ot the Killer Tomatoes. 
Lett: Some rather ripe tomatoes 
(ooer!!). 




COMING SOON... 
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DRAGON'S LAIR 






Dirk's adventure begins at the 
dinner table, where Daphne's 
furious mother unfairly 
blames him for her kidnap. 




■ n the past, the Readysoft 
I series of laser-disk conver- 
I sions have been criticised 
for their lack of true player par- 
ticipation. While this is ad- 
mittedly a valid point, the argu- 
ment behind the programmers' 
thinking is that for it to be a true 
conversion, the control meth- 
od of the original coin-op - 
along with any other notable 
features - should be kept as 
close as possible. A few years 
ago, a compromise of sorts 
was made with the release of 
Software Projects' two 8-bit 
Lair games, and whilst these 
were invariably more playable 
than the coin-op scenes they 
were based on. they were still 
criticised - this time for not 
being 'true' conversions! 
However, by now, people 
know what to expect from 
these popular conversions- 
ie the aforementioned lim- 
ited controls, and their 
customary stunning graph- 
ics and sound. 

This latest installment 
picks up the story a few 
years after Dirk's climactic 
battle in Singe's Castle, with 
his hapless fiancee, the 
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delectable Daphne, spirited 
through a hole in time by the 
evil wizard, Mordoc. Jealous of 
her beauty, Mordoc plans to 
make her his bride during a 
rather rushed wedding, seal- 
ing his control over her with the 
mysterious Death Ring. Natu- 
rally, Dirk isn't too taken with 
this idea and, scooping up his 
trusty sword, prepares to track 
down his bride-to-be. The 
game opens with Dirk seated 
at the dinner table, next to his 
family of Dirklettes and 
Granny. On hearing the news 
of Daphne's abduction, the 
aging battleaxe blames Dirk 
for her daughter's constant 
strife at the hands of unnatural 
elements, and prepares to 



educate him with her rolling 
pin. From here, Dirk is chased 
into the now-empty Castle 
Singe, and through the many 
corridors and secret rooms 
that make up the ominous 
building. In all, there are some 
fifty scenes for Dirk to make his 
way through, and each screen 
is full of unspeakable horrors 
that are just waiting to prema- 
turely end his quest. 

As Dirk battles his way fur- 
ther into the game's six disks, 
the story starts to unfold. Hav- 
ing avoided a number of 
reptilian antagonists, Dirk 
stumbles across a rickety old 
time machine. Realising that 
the ramshackle device could 
take him through the time wrin- 

Provlding he can avoid 
Daphne's mum. Dirk eventually 
finds a time machine which 
eads him to the evil wizard 
behind all the trouble. 




kle Mordoc used to cap- 
ture Daphne, he then 
enters the machine and 
teleports to the wicked 
warlock's lair for the final 
confrontation. Unlike the 
first game in the series, 
most of the scenes move 
directly into the next, 
ensuring that the game- 
play flows (which is 
essential in a fast-moving 
game such as this), and 
each disk holds roughly 
eight scenes so that 
swapping is kept to a bare 
minimum. Likewise, own- 
ers of two or more drives 
will find that the disk 
swapping is barely 
noticeable. In fact, every care 
has been taken to make the 
game easy to get into (even 
though it can be frustrating to 
play), and there are absolutely 
no delays or annoying pauses 
between scenes. And, in 
terms of presentation, Time- 
warp also abandons the 
'helper' system used in the 
Singe's castle adventure, and 
drops the player straight in at 
the deep end. 

As a rule, you're either a fan 
of the Readysoft games, or you 
can't stand them. Personally. I 
must admit to liking them. 
Granted, they aren't particu- 
larly playable, but there is still 
a lot of enjoyment to be gained 
from the trial and error meth- 
ods required to clear a 
screen. In addition, the 
save game option (which 
first appeared in Space 
Ace) steers clear of the rep- 
etition of playing the early 
levels too often, although 
on the downside it does 
reduce its playing time con- 
siderably. Apart from that, 
it's all familiar ground. The 
graphics and sound are all 
up to their usual high stan- 



SCREEN 




The time machine Is guarded by a thirsty snake, who won't let 
you use it unless you quench his thirst. Even then, he still causes 
problems, but is eventually laid out by the ever-pursuing mother. 



dard, with superb cartoon- 
style animation and suitably 
loud sound effects and 
speech, and the speed with 
which the screens flow into 
each other makes for a fast- 
paced game. I won't harp on 
about the lack of control over 
the action, but fans of the 
genre know what to expect, 
and this episode in the series 
delivers enough thrills and 
spills to keep even the most 
ardent Dirk fan busy. Others, 
though, along with people who 
object to paying nearly fifty 
quid for a barely interactive 
cartoon, would be better off 
leaving it alone. 

Steve Merrett 



SCENE 



Shortly after slicing one in half, Dirk is 
whisked away by a disgruntled lizard. 




DERRING DOINGS... 

Dirk The Daring's first screen appearance dates back to 1984. 
During a time of countless Gorf' clones and vector graphics mas- 
terpieces, the new age' of 
9 ' w * , video games were going to 

40»fl*_ m b e the many laser-disk 

games that had started to 
lij^ ^inMTifc ■ appear in the States. One 

Jf^% 01 ,he ,ifSt 01 ,nis new 

*r ^^^K genre, was a last shoot 

^ J ^Lr em up based on the Clint 

^ Eastwood movie, Firefox, 

but it was with the advent of the Laii games that they started to 
become popular. Dragon's Lair was a stunning looking 
arcade/adventure which simply blew people away with its superb 
graphics and sound. On the downside, though, the series' com- 
plete lack of payability and exorbitant price of a pound a go. 
made people reluctant to pay for a game In which they may only 
last a tew seconds. Indeed, one magazine of the time even 
printed a complete solution to the game to aid any struggling 
Dirks, but even this didn't save it from rapid obscurity. The second 
release in the series, Space Ace, was only met with limited enthu- 
siasm. And soon after, the laser disk genre started to die. Plans 
tor several new titles never came to fruition, with the Dragon's 
Lair coin-op halted during development, and the final release 
came in the form ot the disappointing Super Don Quixote. There 
was speculation of the Timewarp coin-op appearing sometime 
in the near future, but these plans seem rather optimistic, as the 
new new era' of coin-ops offer graphics every bit as stunning, 
but with payability, too. 




Similar to the scene in Space Ace, Dirk 
lands on a crumbling rock and must 
jump oft belore II collapses and takes 
him with It. Following this, a hovering 
platform must be negotiated. H Dirk Is 
successful, more danger awaits in the 
form ol a collection of winged demons 
and a group of angelic terrors. 



REAOYSOFT/ENT INT £44.95 


t Stunning graphics as 


always, but over 


priced J 


GRAPHICS 


94% 


SOUND 


90% 


LASTABILITY 


67% 


PLAYABILITY 


78% 


OVERALL 


72% 
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Following up one of the 
besi shoot 'em ups ever to 
grace the Amiga sounds 
like a near impossible task, so 
the team behind the long- 
awaited sequel to Turrican 
have played it safe and kept 
the basic gameplay traits 
whilst tweaking it and smooth- 
ing off a few rough edges. 
Turrican II picks up several 
years after the original game, 
with our hero's home once 
again under threat from an evil 
force. Initially, it is believed that 
Morgul, the dream demon from 
the first battle, has returned, 
but it transpires that a giant 
battle computer has somehow 
short-circuited and intends to 
dominate the universe by over- 
running it planet by planet. To 
achieve its evil plan, it has built 
up a huge force of alien slaves, 
and this battle force and its 
massive armies of mutated 
creatures are currently swarm- 
ing across the five planets in 
your system, and are threaten- 
ing to eradicate the peaceful 
inhabitants of each. Ever pre- 
dictably, and after the success 



of your last mission, you have 
been deemed the last hope for 
the system and its people, and 
armed with an assortment of 
both old and new weapons, 
you must battle your way 
through each of the five plan- 
ets until you reach the manic 
computer for a final confronta- 
tion. 

As soon as Turrican is ready 
to begin his journey, the new 
improvements become imme- 
diately apparent. The most 
striking addition is the shaded 
skyline which changes from 
level to level, but the enemy 
sprites are also more varied 
and have more intelligence 
than those of the first game. 
Our hero begins the game 
equipped with his trusty 
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armoured suit, a single-fire 
laser, and a collection of smart 
bombs which clear the screen 
whenever the spacebar is 
pressed. In addition, whenever 
the firebutton is depressed and 
the joystick pulled down. Turri- 
can can leave mines which will 
blow up any unfortunate crea- 
ture that bumps into them or, 
alternatively, transform into a 
gyroscope to evade trouble. 
Finally, holding down the fire- 
button ignites his manoeu- 
vrable flamethrower which has 
been revamped and is twice as 
powerful as the electro-gun he 
sported in the first game. 
Weapons in order, Turrican 
can then start to pick off the 
many enemy sprites that litter 
the route. Once again, the 
game follows the traditional 
format of an eight-way- 
scrolling level which is 
punctuated with all manner of 



In between planets, the 
game introduces a new 
R-Typesque Interlude. 
Armed with your normal 
array ot weapons, you must 
avoid contact with the 
energy-sapping creatures, 
and destroy their guardian. 



traps and platforms, and if our 
hero comes into contact with 
the enemy or their flak, his 
suit's protective power is 
reduced until he finally 
explodes in a shower of 
sparks. This can be averted, 
though, by the collection of the 
many power-ups that appear 
whenever the eye-shaped 
aliens are killed or if he stum- 
bles across a bonus-giving 
hidden block. Collecting the 
power-ups is the only way 
you'll ever get to confront the 
manic micro, but, thankfully, 
there is an ever wider range to 
collect now. including large 




The hidden blocks make a welcome 
comeback, and can be used to 
collect much-needed supplies or 
even as a ledge to reach previously 
inaccessible platforms. 




E E N 



SCENE 



Once again. Turrican '3 
adventures lake him both 
underground and under the 
sea, where the end-oMevel 
creatures await him 





balls of electricity and a mas- 
sive bolt of power which clears 
all in its ways. In addition, all 
the old favourites, including 
the extended flame-thrower 
and extra lives, are back, 
although the last item you col- 
lected will be lost whenever 
you come to a sticky end. 

However, whilst retaining a 
lot from the original, Turrican II 
doesn't fall into the trap of 
repeating too much. The 
enhancements to the graph- 
ics, whilst playing second 
fiddle to the gameplay imp- 
rovements, are excellent, and 
range from small touches like 
the rope bridges bending 
under each step to the dark 
and atmospheric backdrops of 
the later stages. Keeping in 
with the graphic's high stan- 
dard, the sound is as loud and 
raucous as a shoot 'em up fan 
could wish for. A few speech 
samples have been thrown in, 
and every time Turrican col- 
lects an extra weapon he 
shouts out what it is. In addi- 
tion, the game is supported by 
a rollicking good tune which 
suits the hectic action perfectly 
and is backed up by all manner 
of suitably explosive sound 
effects. It is the gameplay, 
though, that is the icing on 



Turrican It's already impres- 
sive cake. All the addictive 
shoot 'em up action that made 
the first game so enjoyable has 
been retained, yet somehow 
this new version seems fresh 
and different. The re-jigged 
weapons and smarter aliens 
make for a real challenge, and 
although the power-ups are 
spread quite generously 
through the game, its difficulty 
level is pitched to make the 
game challenging without 
being frustrating or too easy. In 
all, Turrican II is another fine 
product from Rainbow Arts 
and a perfect follow-up to the 
superb original. It surpasses 
everything they went out to 
achieve and is a game that any 
self-respecting shoot 'em up 
fan should own. 

Steve Merrelt 





BEHIND THE SCENES... 

Turrican //was in development for eight months, 
although the idea was conceived during the program- 
ming ot the original Turrican. A lot of ideas that were 
going to be included in the original had to be dropped 
due to both time and memory problems, but the pro- 
gramming team ot Holges Schmidt, Chris Hulsbeck and 

project leader, Julian Eggebrecht, decided that they 
could be included in a sequel. It was decided fairly early 
on to keep the game as close to the original as possible, 
but add key new sections, and all that remained was lo 
implement the new changes whilst tweaking the basics 
behind the game and making it generally smoother. 



AMIGA SPEC 



MEMORY REQUIRED 
SCROLL SPEED 
COLLISION DETECTION 
COLOURS ON SCREEN 
LEVELS 



Facing a guardian in the sub-game. 



512K 
9 
8 

32 

5 Planets, split 
into 12 levels 
GRAPHICS STYLE Pretty much 

the same as the first game, only 
smoother and more colourful. 
SOUND Sampled sound and some 
superb sound effects thai 
complement the game perfectly. 
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TURRICANII 



SCREEN 



SCENE 



IMPROVEMENTS 

Anyone who was a fan of 
Turrlcan will be more than 
pleased with the enhance- 
ments made in the sequel. 
The most notable are the 
superb traps and obstacle- 
related hazards which 
await our hero. For 
instance, there are water- 
falls which will sweep you 
towards your doom unless 
countered and collapsing 
platforms which kill you 
instantly as they give way 
beneath you. Likewise, the 
programmers have obvi- 
ously spent a lot of time on 
the enemy attack patterns, 
and ideas have been 
cribbed from shoot em ups 
such as R-Type. The aliens 
appear in groups of five or 
six and, for the most part, 
can be dispensed with a 
couple of shots. On later 
levels, though, they leave 
intricate, impassable webs 
behind them which must be 
shot before you continue, 
whilst others split up into 
dozens of smaller crea- 
tures when hit, sapping 
even more energy as they 
roll past. Also, the master 
computer has also lined the 
route with a number of 
automatic weapons, and 
these are located at regular 
intervals and fire missiles 
and the like as you 
approach. All these pave 
the way to the huge end-of- 
level guardians that 
Turrican was famed for, 
only this time they are big- 
ger and meaner than ever 
and require more skill and 
manoeuvring to destroy. 



RAINBOW ARTS £19.99 


C The best shoot 'em up to 


appear in a long 


lime j 


GRAPHICS 


92% 


SOUND 


88% 


LASTABILITY 


89% 


PLAYABILITY 


94% 


OVERALL 


94% 
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Turrlcan's weapons have 
been extended and the 
flame-thrower has been 
replaced by a band of 
power which achieves the 
same ends. In addition, 
the arsenal of bonus 
weapons has been 
expanded to feature 
massive flame guns, 
energy bolt lasers, and 
more effective shields 
which temporarily protect 
you from harm. 

The best way to avoid 
contact with the enemy 
bullets Is to change Into 
your gyropod Unlike In the 
first game, you can now 
fire whilst In this mode and 
It Is slightly more 
manoeuvrable than before. 
The aliens can still sap 
your energy In this mode, 
but it allows you to pass 
through previously 
impasssable gaps and 
avoid flak from the celling- 
mounted guns. 




The smart bombs come in many 
forms now, and range from the old 
favourite expanding wall' effect to a 
series of rubber balls which bounce 
around killng everything in their path. 
They are limited In supply, though, so 
care is of the essence. 
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SCREEN GEMS is 
the only NEW 
Official Amiga A500 pack 
from Commodore ! 

pack includes 

Amiga A500 Computer Keyboard 

512K Random Access Memory 

Built-in 1 meg double-sided disk drive 

Superb 4096 Colour Graphics 

4 Channel Digital Stereo Sound 

Speech Synthesis 

Multi-Tasking Operating System 

Kickstart 1.3 and Workbench 1.3 

Three Owners Manuals 

Extras 1.3 and Tutorial Disk 

Amiga BASIC Programming Language 

Noiepad Mini Word Processor 

Commodore Mouse 

Power Supply Unit with mains plug 

TV Modulator 

..and all connecting cables to get you up and 
running on your home TV set! 

plus 

Shadow of the Beast II 
Days of Thunder 
Back to the Future II 
Night Breed 

Deluxe Paint II Art Package 

n/nc FRFF DlGlfiTAR nack 





Mrcroprose Soccer 
RVF Honda 
Kid Gloves 
Datastorm 
Dungeon Quest 
MicroswTtched Joystick 



Grand Monster Slam 

Powerplay 

Tower of Babel 

ShufflepuckCafe 

E-Motton 

Mouse Mat 



and exclusive to DIGICOM!!! 
F-19 Stealth Fighter 



Total package price includes VAT and Next Day Delivery by Courier* 
r A jnidety-Ordernow!24H o& 

only. — 




Catalogues! 

Ring or write in lor our latest Amiga catalogue Haling 
hundreds ot products available lor this versatile Home 
Computer. We slock COLOUR PRINTERS. STEREO COLOUR 
MONITORS. EXTERNAL DISK DRIVES. MEMORY 
EXPANSIONS. HARD DISK DRIVES. AMIGA BOOKS. FRAME 
GRABBERS. OIGITISERS, SCANNERS. WORD 
PROCESSORS. OATABASES. SPREADSHEETS, 
ACCESSORIES and of course hundreds & hundreds ot 
games and alt al well below recommended retail prices'. 



Digicom oiler you Ihe very besl in customer aller sales 
support with 12 month warranty on all Computer Hardware. 
All units are lull UK specification with 30 day replacement 
guarantee on faulty Hems and FREE collection ol Ihe 
detective units within this period. And should you ever 
need any technical advice our experienced and helplul 
slaft are available on Ihe telephone or In our showroom. 
Remember - there are no hidden etlraa all prices are fully 
inclusive of VAT • ;< nenl day courier delivery. 
• — >»■<*■' »• HNM "■!«» e»oc 
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DIGICOM 

3637Wharfside Watling Street 
Fenny Stratford Milton Keynes MK2 2AZ 
Telephone (0908) 378008 -Fax (0908) 379700 

Showroom Hours - Mon to Sat 
9XOanv530pm 



(5AT1K PAUSED - I'llKiil) 1" TO cowtimos: 






A largo vehicle may lumber on to 
make life even more difficult. 
They tend to have multiple 
weapons and heavy armour. 
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By overlaying rocky sprites on 
the joins between levels, the 
programmers have managed to 
hide the palette change. 
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Good sequels are an art 
form - and Sales Curve 
have produced a mas- 
terpiece in SWIV, an original 
game follow up' to Silkworm, 
their 1998 smash arcade 
conversion. 

Though great as a one- 
player game, SWIVwoiks 
best with a partner. Player 
one controls a helicopter, 
while number two runs 
around the screen in a tank. 
Each vehicle comes with its 
own set of advantages and 
disadvantages. The heli- 
copter doesn't have' to worry 
about crashing into ground 
targets, but it can only fire in 
one direction. The tank, how- 
ever, is the complete 
opposite. A rotatable turret 
allows you a shoot in a 360° 
arc, but has plenty of build- 
ings and gun emplacements 
to avoid. 

By making it vertically 
scrolling it's programmers 
lept back some years in 
game design. The trend for 
the modern shoot 'em up is to 
use incredibly technical scroll 
routines, which tend to cloud 
the products gameptay. But. 
although it might sound old 
fashioned, Sw/Vs coding cer- 
tainly isn't simple. 



It's the clever technical 
features that you don't 
instantly notice which really 
make the difference. All 
sprites and background 
graphics are loaded in while 
you play. This means there's 
no loading between levels, so 
you can go from start to finish 
without stopping. Clever 
sprite routines are used giv- 
ing dozens of enemy craft on 
screen without the game 
slowing down. It's these tricks 
that give Swiv a genuine- 
arcade feel. 

Next to the lives counter 
there's a star rating. The 
higher this is, the more 
weapons you can keep 
should you die. Initially, this is 
set at two so you only keep 
the second power-up level, 
although it does increase by 
one for every six bonus icons 
collected. Why anyone hasn't 
thought of this before? It's so 
incredibly useful. 

Enemy superbases lie in 
wait for you at the end of 
each level. These buildings 
are built up from several com- 
ponent parts which need to 
be destroyed separately 
before the building finally 
goes belly up. 

By way of a tribute, the 




. . .and rock world. The bad guys 
invariably change too, throwing 
even more surprises your way. 




The lank changes into a boat on 
some levels. Its gun will be the 
same - only it'll move faster. 





SCREEN 



SCENE 




L 



V 




Lell: The superbases contain guns, lasers, and tank dispensers. They take 
quite a few hits in the right location before they finally explode. 



programmers admit they've 
borrowed ideas from older 
shoot em ups. Level three is 
almost identical to Xevious (a 
seven- year old arcade clas- 
sic}, which is a nice blast from 
the past for crumbly old 
journos like me. 

Some of the enemy craft 
are particularly innovative. On 
level three a hovercraft drifts 
on, releasing a craft which 
spews out homing missiles. 
Missile launchers, guns and 
tank silos are built into the 
background, surprising the 
unwary player. Ideas like 
these are what separate Swiv 
from the ten-a-penny blasts 
which periodically return to 
haunt the Amiga. 

A number of things have 
been carried over from 
Silkworm, in particular the 
awesomely-armed 
Goosecopter. Its component 
parts drift onto the screen 
then form into a helicopter 
that's ten times bigger than 



the player vehicles. When it 
explodes, it leaves behind 
several bonus icons which 
can be collected for extra 
points or firepower. 

SwVs difficulty level is set 
according to how well the 
player is doing. If you've 
gone straight through to the 
second level without losing a 
life the alien attack waves 
intensify, as do their rate of 
fire. Should you find yourself 
struggling on level one the 
aliens will be firing infre- 
quently and there'll be a lot 
less of them. 

This is one of the elite 
band of Amiga shoot 'em ups 
which is truly arcade quality. 
The graphics and sound are 
outstanding, it plays very 
well and the presentation is 
top notch. Exactly the sort of 
game Amiga owners have 
been crying out for. 

A classic follow up to a 
classic game. 

rson 




A COIN-OP HISTORY 

It's been thirteen years since Space Invaders 
took the world by storm. Not only was it one of 
the first arcade machines, it was the first ever 
shoot 'em up. In the following few years games 
such as Galaxians, Scramble and Moon Cresta 
appeared, sparking an entertainment revolution. 

Shortly afterwards the first of the modern inno- 
vators appeared. Williams launched Defender, a 
horizontal scroller packed with never before seen 
features. Meanwhile, Bally Midway had produced 
Gorf, one of the first arcade machines to feature 
speech and different styles for each level. The 
smaller companies were content with 'cloning' 
their competitors new releases. 
Since then, there have been few improvements 
to the basic formula. SWIV is a basic formula 
shoot 'em up, make no doubt about it. But it's bril- 
liantly executed, nevertheless - and it's only this 
^ fact which elevates it so obviously from the 
rather tired style. 



SWIV takes tank warfare Into the 
next century and beyond. The role 
of armoured vehicles on the battle- 
field Is nothing new, however. Way 
back in the first century be, timber- 
tramed personnel carriers or 
armadillos' were being used In 
Croatia. And in the mid-nlneteenlh 
century, Bismarck, among 
others, suggested 
producing steam-powered 
^precursors of the modern tank. 



STORM £24.95 



i Addictive, rip roaring 
shoot 'em up -great!!! J 

GRAPHICS 82% 

SOUND 89% 

LASTABILITY 91% 

PLAYABILITY 90% 



OVERALL 90% 
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A new feature Is the doubles 
option which lets you play two 
against two. , . . 



PRO TENNIS TOUR II 



Given this country's inability 
to produce a tennis player 
of any worth for nearly 
twenty years and the dominance of 
Boris Becker and Steffi Graff it's 
quite appropriate that the best sim- 
ulation ot the sport should be 
programmed by German develop- 
ers Blue Byte. Such is their distrust 
of our prowess at the sport that they 
let a French software house publish 
it. 

The original version appeared 
as far back as October 1989 and 
the response to it was good enough 
to encourage the programmers to 
go back and enhance it further. Not 
a bad idea. When Pro Tennis 
appeared it was a nice game that 
really needed more polish lo make 
it special. 

Thai's where the second ver- 
sion comes into play. The 
enhancements are many and they 
transform Pro Tennis into an 
impressive simulation. For a start 
you can choose the sex you wish 
to play, opt to play with two others 
opposite you, and with an adapter 
you can now play doubles. If you're 
not ready for a match though, then 
you can get some training. A 
machine will pelt balls at you and 
can even be programmed to aim 
them in a pattern to your backhand 
or forehand, volley or smash, 
enabling you to practice your weak 
shots. 

These though, are just frills, 
where this sequel really impresses 
is the way it allows you control your 
shots. By directing the joystick as 
you hit the ball it's possible to aim 
across court and chop and lift the 
ball in a way that adds the variety 
and realism that was missing in the 
original. You can also adjust the 
strength of players' attnbutes by 



tnat 
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ver- 
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There are three types 
of court: grass, ctay 
and concrete, each 
with their own play- 
ing characteristics. 



Play against a ball 
machine to practise 
shots or take on two 
opponenls single 
handedly. 




lowering or raising their serve, vol- 
ley, backhand, or forehand points. 

Graphically Pro Tennis Tour has 
been tidied so as to clear the court 
of any intrusions. The characters 
are large and excellently realised, 
particularly the women which are 
superbly animated, down to bounc- 
ing hair and skirls I 

There's sound too, calls from 
the referee and line judges and a 
neat, sampled ball impact noise. To 
hear all the sounds you need a 
fairly powerful machine though - a 
simple 512 Kbyte machine won't 
give you them all, and this is true 
also it you want to play a mixed 
match. My other concern is that it 
would be better if you could move 
your player into position into 
, quicker, they can prove very slug- 
! gish making it easy - particularly for 
the computer - to wrong foot you 

Some enhancements fail to live 
up to expectation {Kick Off II for 
example) but Pro Tennis Tour II is 
definitely worth investing in. II 
might even inspire more to go and 
pick up a racquet for real - some- 
thing the game badly in this country 
desparately needs. 

Mike Pattenden 



UBISOFT £24.99 




OVERALL 87% 
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A500 BATMAN PACK 




The Commodore WOO Balm an Pack mult 
surely tan* as one of the moil popular coin- 
put* packs Mil The pack features the 
Com module Amiga 500 computet with 
mouse controller and TV modulator, plus 
tour top software titles The software in- 
cludes Batman The Movie" - Rid Gotham 
City or me cunning |ofcer. in Ocean a lop 
selling title Dased on the blockbuster Bat- 
man film Hen Zealand Story - high quali- 
ty conversion ol the leading arcade game. 
Interceptor - Dogfight wrtn two F-irj's <n 
this lending Ibghl simulate Oeluie Paint 
II tog quality Amiga grapruc* package 
which ael tne standard lor others to follow 
Return the coupon lor further oe*.ails 



PACK INCLUDES: 

A500 Computer & Mouse £39999 



A520 TV Uodulotor 
Batman The Movie 
New Zealand Story 
Interceptor 
Deluxe Paint II 



£24.99 
£2495 
£24.95 
£2495 
£49.95 



TOTAL HHP: £549.78 
less Pack Saving : £150.78 
PACK PRICE: £399.00 



ISC' 
VAT 



AMIGA 2000 




For the more serious or pro*esilonal applica- 
tions user. Commodore have a selection o> 
systems tiased around the expandable Amiga 
2000, at puces from EI295-VAT The A2000 
feature* e full 1Mb RAM (aipendabie to 0Mb). 
0 system e>nan8*vt slots, plus IBM com- 
pet ibili ty with the use ol PC-XT or PC- AT 
Or<og«Doards. Complete and return the 
coupon, putting a tick 
in Ihe A20D0 be. for 
details c# A2000 com- 
puter systems 



£1295 



FLIGHT OF FANTASY 

Flight of Fantasy is the very latest Amiga 500 peck from Commodore, 
featuring BRAND NEW software nUaaaaa, to make this Ihe most Spec- 
tacular AS00 peck ever' The pack features the Amiga 500 computer 
with mouse controller and TV modulator, as well as tour lop software 
lines These include Ihe following: 



DELUXE PAINT II 



m* ma wardaia "j other a-,-j« f 
uaiUgu Daluae PW« n indudn 
pcwiu easy to use mis That fcting 
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qikbi i> uianueona. JO uanoaOBwe 
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CSCAPt flOBOT MOtSTEHS 



Hera t »tiT>«lfirg iu(ni«*>« mtleiari 
• a aat— Kaon Woiy •If" 

buna Wyta graphics Our haioes Jake 
am) Duke .i ■ ■ on Oia Plana* X laacu- 
ing Humans wno "m a i m tnfjiwj 
•• iha H.t.i Mnnnn ate ksta-J D 

maw an e»l •'tis Ann. to KS"*OY 
EArTTHi Htm im Quia light Hw -a. 
ttirough honlet Of Ml Hobon lo 
If* liumena neap* 



S-D on you' i»»Cr< ■*«■( »WM* 

tr>ro»i"Q ■ laitKM ana you're feedy 
j' '»uni- "rtimnc Penal IBa BBM 
ul Don to Wpw isiana ynu Ml an 
rnunW tunaa" «w>gr>g -nam 
kenal enmtua machina* mechanical 
■*!•>•"■ int br-KMla iwogt 

Wga'd ane tahlore Finally anlai INa 

aatM at aMeeaal ann t laMaM 



F39 RETALIATOR 



The uBaieai in ragM Meukaicn mei n»*» 

of M i i .-in antf •*«' MTIIa •ni-ronmenai 

■as oom«m e* BeaMeSt tactical Maaseaa 
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rive ground BesMbasM asesemi amen 
the hai of lealure* « anewa* <*eei lime 
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enhance Ike feasant SaH ot tnn Hunting 
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PACK INCLUDES: 

ASM Computers Mouse £399.99 
A520 TV Modulator £24.99 
Deluxe Paint II £49.95 
Eecepe'Robot Monsters 119 99 
Rainbow Islands £24.95 
F29 Hetallator £24.95 

TOTAL RRP: £54482 

Less Pack Saving E145A2 

PACK PRICE: I399.0O 




FOR FURTHER DETAILS OF THE AMIGA 
RANGE, COMPLETE THE COUPON AND 
RETURN IT TO SILICA SHOP 
THE UK's No1 AMIGA SPECIALISTS 



SILICA SHOP OFFER YOU 



FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK 
TECHNICAL SUPPORT HELPLINE: Team ol Amiga technical experts at your service. 
PRICE MATCH: We normally match competitors on a "Same produci " Same price" basis 
ESTABLISHED II YEARS: Proven Hack record in professional computer sales 
ciju TURNOVER iwllh 00 atatf)' Solid and reflaOie with maintained growth. 
BUSINESS/EDUCATION/GOVERNMENT: Volume discounts available for large orders 
SHOWROOMS. Demonstration and training facilities at our London A Srdcup branches. 
THE FULL STOCK RANGE All ol your Amrga requirements tram one supplier 
FREE CATALOGUES: Will be mailed to you wflh offers and software/peripheral details 
PAYMENT: By cash, cheque and all major credit cards 

CREDIT PAYMENT TERMS: Silica are licensed credit brokers • relurn coupon lor details 

Be*are you decide when m Buy youi now Amiga comoutei. ae suggest you Ihink very carefully about WHERE 
you Buy ii Consider what I an" Oe »ke a tew momns arter buying your Amiga, whtn you may require additonai 
perpharaJs or wttwara or help and advice wiCi your new purcnaea And. *ill the comosny you buy "om cooled 
you with oeUMt ol new products' At &*ce Shop *e ensure thai you have norhmg lo wo"y about Silica have 
bean aatabiisiieo to* o*e< '2 years, and na«* an annual turnover of tt3 million Wnn qui ur- vaiiM iipai^anca 
ana ouporttse. »e can now clan U) meet our customers recfuirements with en understandiria which is second 
•D none But donl |ual ratke our word tor h CompkMe and return 
tna coupon now for our latest Free literature ana begin to ei> 
oerence Ihe 'Saica Shoo Sarnce" 



MAIL ORDER 1-4 The Mews, Hatherley Rd. Sldcup, Kent. DA14 4DX Tel: 061 309 1111 

prow Unea Open Morvlal *W/ii lOOaei **o law N^W Ooamng 'a- ■*> O B-JOS OBOB 

LONDON SHOP: 5? Tottenham Coutl Road. London. W1P OBA Tel: 071 -580 4000 

Oiwmrg Miri -Sat B10*~«0Op"i Lae> HQH\ TBgoday iy« Bp— 'at No 07UW4T17 

SI DC UP SHOP: 1-4 The Mews. Matheitey Rd. Sldcup, Kent. DAK JD' Tel 081-302 8811 

CVanmg i« v n Men Sal BOOanvSJOD" Lam NajW Fnoe, until >pm «ai No OSUOaoniy 

BUSINESS/EDUCATION: 14 The Mews Hatherley Rd. Sidcup. Kent, DAM 4DX Til: 081-301 OtM 

OnOW Unas Open Mon Fti SOrMnvGOOpm Closed on SaruiiUyi 
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To Silica Systems Lid, Depl CMUSR0?9i, 1-4 The Mews, Halherley Rd Sidcup, Kem. DA14 4DX 



PIEASE SEND INFORMATION ON THE AMIGA 



Mr.'M'BJMs 



Initials- „ 



Surname: , «... 



AddreeS. ■M,lil4lH«UII|~mMMl|lMHllltl.ll„ltMhl*tlltttl»t„.ttHll»,lll,llt|M.* «l H>^M»..,M»»lriH,tU 



RETURN THE COUPON NOW FOR ^ 

FREE BROCHURES**" 



SILICA 
SHOP 
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i 

| Postcode 

^Vhch computers), if any, do you own'' A2O00^^ 



Tel . 
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Domark's wargame Nam 
offers you the chance 
to recreate a war which 
devastated one of the most 
prosperous South East Asian 
countries. 

There's only been ten 
days since the end of world 
war two when there hasn't 
been conflict - and most of 
the fighting has had US 
involvement. The timing of 

.this game is unnerving 

Previous Vietnam games, 
such as Platoon and the Lost 
Patrol although good, were 
predominantly arcade and 
undetailed. 'Nam gives you 
the choice of being a military 
commander at Khe Sanh, the 
Tet Offensive or during the 
American withdrawal in 1975. 
Or you can go to the top and 
play Presidents Nixon or 
Johnson, with control over 
conscription, troop allocation 
and military strategy. 

Choose to play one of the 
Presidents and the game 
starts with your PR and mili- 
tary advisers letting you know 
that the public are confident 
with your administration and 



that you can get away with 
increasing troop commit- 
ments to South Vietnam. But 
as soon as the game devel- 
ops, the military will keep 
asking for troops and funding 
while the PR consultants will 
be telling you to keep up your 
public image by halting the 
movement of troops. 

Keeping in favour with the 
public is a real challenge. 
The more troops you send to 
Vietnam the more public 
opinion turns against you. 
Withdrawing funding and 
support will put you in a bet- 
ter light with the American 
people but will severely 
weaken South Vietnam. 
Should your popularity drop 
too far then you could find 
yourself ousted from office. 

Selecting the news icon 
brings up the front page of 
the New York Times, which 
provides you with the latest 
happenings in Vietnam. It 
usually reports your previous 
actions, though occasionally 
the odd surprise message 
appears which could be any- 
thing from atrocities to a 



Now come on all a'ya big strong men, 
Uncle Sam needs your help again, 
he's got him self in a terrible jam, 
way down yonder in Vietnam- 
so put down your books 'n pick up a gun, 
we gonna have a whole lot of fun... 

Country Joe and the big tish % 
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Bringing In your 
advisors is a good way 
to gauge how ihe war Is 
going, from a public 
and military point of 
view. 




SCREEN 



SCENE 



report on low morale among 
troops. 

The statistics screen gives 
you a breakdown of 
American and NVA losses, 
the stability of the South 
Vietnamese government. 

your popu- 
t larity and 

4p the kill ratio 

of NVA and 
US troops. 
You need to 
keep refer- 
ring to this 
to gauge 
the balance 
between 
troop com- 
mitments 
and popu- 
larity with 
the 

American 
people. 
Although Johnson didn't 
stand for re-election, and 
Nixon finished his term dis- 
graced by Watergate, you 
don't have to worry about 
wrapping the game up early 
should you be playing a pres- 
ident, it is possible to stay at 
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Sending miliary and economic aid 
lo South Vietnam is almost as 
important as sending troops. 




the White House the maxi- 
mum ten years, although as 
time goes by a President's 
popularity can sink through 
the floor as public opinion 
turns against him. This leads 
to low morale among troops 
and defeats in the field. 

The war game element is 
simple but effective. Clicking 
on a unit calls up a panel dis- 
playing its status and the 
options available to it. To 
move a unit you first have to 
select it, then click on where 
you want it to move to. Units 
can be equipped with heli- 
copters so that they travel at 
four times the usual move- 
ment rate, although the 
advantages of this have to be 
weighed against the cost of 
fifty Huey helicopters per unit. 

There is a phenomenal 
amount of units in the game 
to start with. US, Australian, 
Korean and Thai divisions 
are among the starting ranks. 
As the game progress and 
units are recalled or wiped 
out the reserves need to be 
called upon to keep the 
army's strength up. This 



THE PEOPLE SNIFFER Vietnam was the first W-lwt. battieJieM. 
Many m ird , trirarte and outrageous weapon tysttmt were developed during 
the course of m war as billions o! floltart were Invested la new ways oi kllllne 
people. 

Tee 'People Snifter' was developed to detect the presence of a pereos from tfee 
ammonia present in their perspiration, Fitted to the nocte of a M-16 rifle, the 
device proved less than successful when used hi battle conditions. The snitter 
was too sensitive and would often confuse the ammonia given off trom animal 
tone for thai ot a human. Often troops would surround a village convinced there 
was a concentration st Vie! Conp, only te find a lew stray pies. 



means conscription. You only 
get to call on the populous if 
you're playing the President- 
ial game; it has .to be done 
but it seriously limits your 
popularity. 

'Nam is incredibly accu- 
rate. Amiga programmer 
Colin Boswell estimates that 
90% of the allied units fea- 
tured in the game were 
present at the time of conflict. 
When you're playing a 
President you can realise the 
problems that Johnson and 
Nixon had running such an 
unpopular war on the other 
side of the world. 

The presentation and exe- 
cution is virtually faultless. 
The programmers. Kremlin 



NAM 




Lett: Ihe New York Times keeps you posted on current events 'in 
country' as well as giving opinions on your decisions. 
Far Lett: 'Nam itself. This is where you run the war. controlling 
troop movements and strategies. 



have excelled themselves. 
'Nam definitely rates as one 
of the best wargames in 
years. 

Mark Patterson 





American military divided 
Vietnam Into four sections called 
Corps. This helped them to keep 
tighter control of their units and to 
plan the war out In stages. 



DO MARK £24.95 



£ Completely absorbing - 
wargamers will love it!! J 

GRAPHICS 78% 

SOUND 70% 

LASTABIUTY 90% 

PLAYABILITY 88% 



OVERALL 90% 
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One of the bloodiest wars in 
modern military history 
cost the lives of 60.000 US 
troops and, more tragically, over 
one million Vietnamese. It was to 
last for more than a decade and 
wipe out a generation of young 
men. The average age of US 
troops in Vietnam was 19 years. 
Most were drafted into the army 
and had no interest in fighting a 
war 12.000 miles from home, in 
appaling conditions, bogged 
down against an enemy they 
rarely saw. 

America's entanglement in 
Vietnam began in the mid-50s 
when France was fighting Ho Chi 
Minn's nationalist troops. At first 
the US sent military 'advisers' and 
equipment, but after the humiliat- 
ing defeat of the French garrison 
at Dien Bien Phu, American 
involvement was stepped up to 
counter what they saw as the 'Red 
Threat'. President Kennedy was 
worried that if Vietnam fell to com- 
munism, then Laos, Cambodia 
and the rest of South East Asia 
would also follow suit. 

The South Vietnamese gov- 
ernment was a brutal regime with 
a corrupt administration and" an 
incompetent army. But it was seen 
as an important bulwark against 

Two million young Americans 
served in the paddyfields and 
jungles of Vietnam. It was a bloody 
war of high-tech savagery. 
Dan Slingsby reports 




communist insurgency in the 
region. After two torpedo attacks 
on the US destroyer. Maddox, off 
the North Vietnam coast in 1964, 
the US administration, already 
spoiling for a fight, found the 
excuse they were looking for and 
passed an emergency resolution. 
The so-called Gulf of Tonkin reso- 




WAR CRAZY Atrocities were 
committed by both sides. American 

searcb-and-destroy units often 
wiped out entire villages in an effort 
to deprive communist guerrillas of 
shelter and supplies. In one infa- 
mous incident, 216 woman and 
children were gunned down at My 
Lai by a platoon ot US troops 

lution called for 'any necessary 
measures' to be taken against 
hostile forces in Vietnam. 

The result was a systematic 
bombing campaign against North 
Vietnam, codenamed Rolling 



Thunder, which began 
in March 1965. Within 
days US troops had 
also stormed ashore at 
Dur Nang. Rolling 
Thunder attempted to 
bomb North Vietnam 
'back to the stone age' 
and force the commu- 
nists to negotiate for 
peace. Such a fierce 
campaign, however, 
only acted to stiffen the 
resolve of Ho Chi Minn 
and his followers in 
much the same way as 
the British reacted to 
Nazi bombing raids 
during the Blitz. 

Despite America's 
overwhelming techno- 
logical superiority and 
massive firepower, the 
troops on the ground took heavy 
casualties. The Viet Cong fought 
an effective guerilla war with well- 
planned attacks and were able to 
control many parts of countryside. 
Try as they might, the GIs could 
not secure some rural areas and 
VC units held positions only 20 
miles from Saigon. To counter this 
threat the US defoliated vast 
tracks of countryside in an attempt 
to force 'Charlie' (the nickname 




CALLING CARDS Many army divisions had specially printed visiting cards which 
were left on victim s Oodles. The forerunner to the calling cards of today's football 
thugs, typically sick messages ran: 'Congratulations, you have been killed courtesy of 
the 141st" and 'Call us for death and destruction, day or night'. 



given to VC by American soldiers} 
out of hiding. The forced reloca- 
tion of peasants to specially built 
villages caused mass upheavels 
and resulted in I'/a million 
refugees. 

The American military were 
severly restricted in the targets 
they could hit for fear of escalating 
the war. A naval blockade of North 
Vietnam would have curtailed 
supplies to VC units operating in 




KU CHI TUNNEL One of the most astonishing achievements of the 
Vietnam War was the underground construction by the Viel Cong of a vast mili- 
tary complex beneath an American infantry base at Ku Chi. In all there were 
over 200 miles of passageways beneath the base. Bamboo poles were used to 
draw air from the surface and one entrance was located beneath a river so that 
Viet Cong had to dive 20 teet into the water in order to enter. The complex 
Included mess halls, dormitories, armouries and even schools. 

BOYS 



the South, but it would also have 
forced China to enter the (ray. 
Nuclear weapons were also ruled 
out. Apart from the ecological and 
political ramifications, the US 
didn't want another nuclear show- 
down with Russia after the 
disastrous Cuban Missile Crisis in 
the early sixties. 

By 1967, the country had been 
turned into one vast military camp 
with over half-a-million US sol- 
diers stationed there at a cost of 
21/2 billion dollars a month. 
American casualties were running 
at 160 a week, with over 8.000 
deaths a year. Many more were 
either injured or maimed for life. 

In the same year, the Viet Cong 
started to infiltrate the cities and 
started a campaign of terrorist 
bomb attacks. The following year, 
on the 30th of January, the VC 
and North Vietnamese Army 
launched the Tet Offensive. 
Timed to coincide with the 
Vietnamese new year. Over 
100 towns and provincial - 
cities were attacked. It caught 
the Americans completely off- 
guard. Even the US Embassy 
in Saigon was taken over for 
a short time by a suicide 
squad of well-trained VC. 

Tet was a disaster for the Viet 
Cong. The US military produced a 
devastating counter attack and 
inflicted heavy VC casualties. In 
total they lost more than 50.000 
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men compared with combined US 
and South Vietnamese Army 
losses of 9.000. The Viet Cong 
were never again an effective 
fighting force, but Tet had brought 
into question the whole credibility 
of American involvement. Despite 
the vast commitment of men and 
'nearly every non-nuclear 
resource available to 
them, including heavy 
artillery, B52 bombers, 
carrier based strike air- 
craft and helicopter 
gunships. American sol- 
diers continued to be 
slaughtered and the body 
bags flown home. It was 
tp prove to be the begin- 
ning of the end for 
American involvement in 
'Nam 

Back home, a flourish- 
ing peace movement demanded 
an end to the conflict. The first 
major peace protest had been 
held as early as the Spring of 1 965 
when 25,000 people held a rally in 
Washington. In November of the 
same year, Norman Morrison 
burnt himself to death outside the 
Pentagon. Two weeks later, 
another protester turned himself 
into a human fireball outside the 
United Nations in New Yorit. 
Protests spread and US flags 
were burnt in London, Berlin, and 
other major Western cities. At 
Kent State lour students were shot 
dead during demonstrations and 
Jane Fonda provided a propa- 
ganda coup for North Vietnam 
when she visited their troops. 




Television reports exaggerated 
every minor setback and 
American popular opinion slowly 
turned against the war. Desertions 
and combat refusals were now 
running alarmingly high and there >. 





THE LOST BOYS 



was widespread drug abuse 
among soldiers. Instances of 
'fragging' - the killing of overzeal- 
ous commanding officers by 
troops - increased dramatically 
and corruption was widespread. 

The last major 




TOP TEN 'NAM FILMS 
Apocalypse Now 

Deer Hunter 
Hamburger Hill 
Platoon 
Tour of Duty (TV series) 
Good Morning Vietnam 
Full Metal Jacket 
Boys in Company C 
Born on the Fourth of July 
Coming Home 



Vietnam will be remembered primar- 
ily as a helicopter war. The many 
flexible uses of choppers played an 
important part in US mililary tactics 

Helicopters could be used for iroop car- 
rying, cargo lifting, and re-supplying 
inaccessible hill-tops. ACH-46SeaKnight 
could carry an underslung 
load of 3,000 lbs of 
ammunition to besieged 
positions. An entire 
infantry battalion could be 
dropped by helicopter on 
villages. 

The American helicopter 
lift capability allowed fasl 
and flexible tactics to 
block likely enemy with- 
drawal or attack routes. 
However, this did not nec- 
essarily lead lo success. The success rate 
of military operations 
was often pitifully low. A typical 
operation in 1 965, involving heavy 
usage of helicopters ended in four 
Viet Cong fatalities and the capture 
of eight prisoners. Nol exactly a 
great success lo write home about. 

The Huey - or Belt UH-t 
Iroquois - remains the trademark 
ol airmobile operations during the 
war. It arrived in the country in 
November 

1962. By the end of the war it had 
been used for troop lifts, and as a 



confrontation with enemy forces 
happened at Hamburger Hill 
where heavy losses were incurred 
by both sides. Faced with mount- 
ing public opposition, President 
Johnson turned down a request 
for 200.000 more troops to be sent 
to 'Nam in 1968. After Nixon 
became President he started a 
process of 'Vietnamisation' - the 
training up of the South Vietnam 
army to replace American troops. 
The Americans had never lost a 
war and their phased, if hasty, 
withdraw) left Saigon at the mercy 
of the North. By 1 973 all American 



NIGHT LIGHTS As well as 
developing infra-red night sights tor 
tanks and planes, the US also rigged 

up a system (or illuminating the 
ground at night. Two banks of high- 
intensity arc lights were fixed to the 
underbelly ol a USAF C-123 trans- 
port. Flying at 12,000 leet, the lamps 
provided constant light over an area 
two miles in diameter. 



troops had left, and the South 
Vietnam Army could only hold out 
for another year and a half. On 28 
of April, 1975. Saigon fell and 
Vietnam was united. The richest, 
most powerful and technologically 
advanced super- power in the 
world had been humiliated by a 
Third World country. 
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FUEL AIR EXPLOSIVES The war 

has become infamous for the saturation 
bombing ot military and Industrial tar- 
gets in North Vlelnam during the latter 
stages ol the war. In total, three times 
the number of bombs dropped In the 
Second World War were used in bomb- 
ing raids. A typical B52 bomber could 
carry up lo 70.000lbs ol bombs on any 

one mission. More fearsome, and 
equally as deadly, was the development 

ot concentrated fuel air explosives. 
FAEs were dropped In clusters and dis- 
charged fuel in droplet torm at 
approiimately 1 ,000 leet. The cloud 
then exploded, burning up all the oxy- 
gen and choking anyone who was 
neartjy. The blast from the bomb cre- 
ated a shock wave that would destroy 
everything In its wake. 

HOME COMFORTS As well as being 
the best equipped army In living memory, 
the US Iroops were also the best led. The 
usual Held rations were replaced with ham- 
burgers, ice cream and beer, with television, 
radio and air-conditioned cinemas on hand 
lor oil-duty soldiers. Because ol the rotation 
ol soldiers alter serving one year tours ol 
duty, more than 2 million Americans went 

through the Vietnam experience, and 
American money flooded into Saigon creat- 
ing anR&R paradise. 



VIETNAM 




'Dustolf' - casualty evacuation. It could 
carry four M60 7.62-mm machine guns, a 
40-mm grenade launcher, 48 2.75-in rock- 
ets, or an M22 guided missile. The Huey 
could lifl up lo 3,880 lbs of freight. 

The HueyCobra had a six-barrelled 
minigun with 8,000 rounds of 7.62-mm 
ammunition, two 40-mm grenade launches 
and 78 2.75-in rockets. 

The Huey was also used as a Tank Killer 
with the TOW (Tube-launchedOplically- 
tracked Weapon). The first 
he I i co per- versus-tank action in history took 
place at Kontum City in 1972. Hugeattacks 
by T-54 tanks were stopped by the ability ot 
the helicopter to 'shoot and scoot'. This 
made it an extremely difficult large! to 
attack. However, the use of helicopters 
could make litlle impression in guerrilla 
warfare, favoured by the Viet Cong, in thick 
jungle. 

The Americans suffered great losses 



during combat. At Operation Lam Son 719, 
American pilots flew160.000 sorties losing 
107 helicopters. Among the helicoplers 
shot down was one carrying the Life pho- 
tographer Larry Burrows. He had covered 
Vietnam from the earliest days of US 
involvement and had hoped to do a picture 
sforyof the country at peace. 

The huge anti-war demonstrations in 
the States were changing attitudes towards 
the conflict. The biggest protest involved 
500.000 people marching on Washington. 
Because of these protests, it was promised 
thai land attacks in North Vietnam would 
cease. However, aircraft including 600 heli- 
copters continued lo cross the border to 
attack largets and lilt Iroops. When they 
came under fire, they landed and fought 
from the ground. 

Morale was so low amongst soldiers 
that helicopters were used to send in sup- 
plies of ice cream to raise spirits. 




TOP TEN 'NAM TRACKS 

1 We got to gel out - Eric Burden 

2 Unknown soldier - Doors 

3 The End - Doors 

4 Machine gun -JlmlHendrix 

5 Fixin' to die - Country Joe & the Big Fish 

6 Purple Haze - Jimi Hendrtx 

7 White rabbil - Jefferson Airplane 
B Wolly Bully • Sam the Sham 

9 Paint it Black - The Rolling Stones 

10 All along the watchtower - Bob Dylan 

Obviously, Washington had a no-expenses 
spared policy! 

Thi ngs must have been gett i ng very bad 
indeed. One American off icer started hallu- 
cinating thai he was in a Flash Gordon 
movie when he was frightened by gunfire 
from a landing helicopter' 

The US evacuation ol Saigon was the 
largest helicopter evacuation in US history, 
involving 70 helicopters. A great deal of 
waste was also involved in thisoper- 
alion Huey helicopters were pushed 
inlo the sea lo make way for other 
helicopters who were landing 
relugees onto ships. 

However, the superior technol- 
ogy of the US was not lost on the Viet 
Cong. They began to use large num- 
bers of helicoplers to use tactics 
copied from US air mobility ideas to 
fight back lor land which they felt was 
rightfully theirs. 

Fiona Keating 




EXTRAORDINARY PRICES 

• no commitments 

• no obligation to buy 

• no fuss replacement 

• free call hotline 

• free game for every new member 

(P.PIague RRP £ 14.95) 



ONE YEAR MEMBERSHIP C7.00 




UMBER 




AMIGA CLUB 



DISKS • DISKS 



Oircci from West-Germany iheN" I hrunded selling disk 
■>n Ihe markci 'Edixa* Top lop quality, and every Lull x a 
disk curries our lifetime warranty. 
Wc can olTer to all members these branded disks at 
unbeatable prices. 

Price per box 10 

3.5 inch DS/DD I meg £ 4.W 

3,5 inch DS/HD Imee £1 l.W 



CLASSIC SOFTWARE 





MEMBERS 


RRP 


Deluxe Painl 3 .. ^ 


£54.99 


79.99 




£74.99 


99.99 




£94.95 


149.99 




£119.95 


. — 189.95 


Pen Pal 


...£94.99 


129.99 




£49.99 


79.99 




£89.99 . 


149.99 


Wnr.fP.Tf.-rl d 1 
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">7<i 00 





SPECIAL OFFERS 



GRAPHICS STARTER PACK 

4 Fantastic graphics packs, ideal for beginners at a price you just can*) refuse: 

AEGIS ANIMATOR; 

The classic animation software programme that gives you the abil ity to control both the colour 
and the speed of the animation. 

AEGIS IMAGES: 

Similar to Deluxe Paint. A grcal start for the person warning 10 gel into painl program. 

AEGIS DRAW: 

A compuler aided design programme for creating scaled drawings. 
AEGIS ARTPACK: 

This programme is for use wilh Animator and Imagcv Essential pictures for people thai draw. 
All this as one special offer for all club members. 
OUR MEMBERS PRICE: £29.99 (RRP £99.00, 



A 



DISK DRIVES 



MUSIC X 

The No. 1 music software package 
We can offer you al a never to he repealed price 
RRP £129.95 
MEMBERS PRK i: £59.95 fed. VAT 



MADE IN VV. GERMANY - SUPERB QI AIJTY 

TIIRUPORT -ON/OFF SWITCH • SLIMLINE DESIGN • ONE YEAR WARRANTY 



3.5" external A500V 1 000/2(XX» 
3.5" with "track display" 
3.5" internal A2(MX) 



£54.99 
£74.99 
£59.95 



TOP AMIGA GAMES 



I PRICES * 
* INCL. I 
\ VAT./ 




6HH attack Mjh..._ 

Apprentice 

Battle Chess 

B,uileniaMcr_ 



Bailie nl Britain 

Back to Future 2 

Blade Warrior 

Chase HO 

Che* Champion 2175 

Code-name Iceman ( I Mcgi 

Conn Camclol ( I Meg) „ 

On* Mali"" 

Dick Tracy 

Fcrunin Formula 1 

FI6Cnmbai Pilot 

F2V Rclahaior . 

FI9 Stealth Fighter 

Flight SimulMor 2 

I lighi Sim Scenery , 

Flood 

Fuiurc Wars 

Gremlins 2 

Harley I)avid»on ._ 

Herue* Quest. ( Imcg) 

Impcnum _..„ 

J.Nickla* Golf 

Kick off 2 . World Cup 

Kings Qucm I. 2 & .1 

killing (ianic Show 



members rrp member. 

16.95 2^.95 Uisure Suit Urry 3 22.95 

.13.95 19.95 MaeicFly 16.99 

15.95 24.95 Midnight Resistance — 15.99 

IH.95 29.99 Manhunlcr2 17.99 

16.49 24.99 Midwinter 17.99 

14.95 24.99 Ml Tar* Platoon 19.99 

_.IM5 24.99 Pnwcnnongcr 15.95 

15.99 34.99 pol.ee Quest 2 1 1 Meg) . 20.49 

18.95 29.99 Populous , 15.95 

24.99 39.99 ft,, Tennis Tour 15.95 

24.99 39.99 Pipcmania 15.99 

15.99 24.99 Pirate* 15.49 

15.99 24.99 Rkk Dangerous 2 15.45 

15.95 24.99 Red Sturm Ritinc 14.99 

14.95 24.99 Resolution 101 15.49 

15.49 24.95 Shadow of Beast 2 19.99 

18.99 29.99 Shiukiw Warrior* 15.49 

19.95 29.95 Space Quest 3 20.49 

13.99 24.99 Supiemacy ., 4 __™.,__ 18.99 

15.95 24.99 Starflighl 2 15.95 

. 16.99 24.99 Tank Attack 15.95 

15.95 24.99 Teenage Mot Ninia.TurtU 16.99 

16.99 29.99 UltimaS 17.45 

21.99 39.99 DMS 2 18.99 

16.99 24.95 Venuvflyirap 13.99 

.15.99 24.99 Wclltm _ 15.49 

.14.99 24.99 Wing* 18.99 

20.95 34.99 Windwalkcr 17.99 

.15.95 24.99 Wonderland 16.99 



rrp 

34.99 
24.99 
24.99 
29 95 
29.95 
29.99 
24.99 
34 95 
24 95 
24 99 
2499 
24.99 
24.95 
24 99 
24.99 
34.99 
24.99 
34.95 
29.99 
24 95 
24.99 
24.99 
29 95 
29.95 
24.99 
24.95 
29.95 
29.95 
24 99 



PRICE BUSTERS 



M ii iH i mwu it in t n tHWiwi 



5.49 
7.99 
8.99 
7.99 

9.95 

7.95 

5.95 

7.99 



After the War 

Arctifax ........................................................ 

Balance of Power 

BalListyx 

Bards Talc 2 ... 

Baltic Valley 

BlaMcroids 

Blood Money 

Chrono Quest 2 H.99 

FI8 Interceptor 7.99 

Fcrtan Formula 1 , - - 7.99 

Future Snort , ™_^„____. 7.99 

Football Manager 2 9.99 

Gravity _ 9.99 

Hovlc nook of games ........... 13.99 

Hunt Red October .„ ™™™ 10.99 

ikan Warrior _.„„...._.. 5.99 



Live & Die , M 5.99 

Menace 7.99 

Micropow Soccer 8.99 

Ncbulus 6.99 

Netherworld 5.99 

Pow ...... 9.99 

Powcrdromc . — _ 9.99 

Pool 3D 8.99 

Prince ..... 6.99 



Quart? 

Starbla/c 

Space Harrier 2 
Silent Service ... 

Shoot Const Kit 

Tnu&dcrMrikc 
Warp 



7.99 
6.99 
7.99 
8.99 
9.99 
7.99 
t, 99 
9.99 



DELIVERY CHARGES 



Software: 

UK £1.50 EEC £3.00 
C. Service hardware: 

UK £6.00 EEC £10.00 
Normal delivery 1-7 working days. 

All pfHri and wipptio •uhjcti I" change without niHilwaiion 
trading dlvikHn of Simrt Computer* Uil 



CALL FREE //A 

0800-898219 



Number One Amiga Club, 
Trafalgar House. Grenvillc Race. Mill Hill. NW7 3SA 
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Victory Is celebrated with a 
short tune and a case ot 
alcho-tubes. Whilst defeat Is 
depicted as a lone player 
with his head bowed. 





Located at each end ol the pitch are 'Electrofiers' and these 
power the ball up so that it stuns the opposition on contact. 
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very machine has its 
classics. The-Spectrum 
had Knight Lore and 
Atic Atac. the C64 had 
Impossible Mission and Pit- 



stop ti As for the Amiga, 
what games can truly rank as 
the best the machine can 
produce? Obviously, there's 
Kick Off II, but apart from 
that? Well, Speedball II can 
definitely add itself to that 
much-revered list. Set two 
years after the events of the 
original game. Speedball II 
marks the comeback of the 
future's most popular sport. 
Due to failing viewing figures, 
the authorities took Speedball 
temporarily off the air, until a 
more violent alternative could 
be found. The result is a 
revamped version of the old 
favourite, with a larger play- 
ing area, faster action, and 
rougher players. 

Taking the basic ideas 
behind Speedball. the near- 
legendary Bitmap Brothers 
have taken the best parts of 
the first game, and incorpo- 
rated them with a whole host 
of new features for this long- 
awaited sequel. With the 
programming talents of Rob 



Trevellyan and graphics sup- 
plied by ex-Palace artist, Dan 
Malone, the result is far bet- 
ter than I ever expected. As 
well as introducing the ability 
to add specific talents and 
improvements to each of your 
team's players, you are also 
allowed to groom your team 
into champions by taking on 
a management mantle and 
buying and selling players or 
purchasing extra kit to raise 
their stamina or aggression 
levels. As can be expected 
for a novice, you begin the 
game in charge of the weak- 
est team in the Speedball II 
league - Brutal Deluxe. This 
band of miscreants need a 
massive shake-up before 
they can be transformed into 
championship material, and 
you are placed as the man to 
do the job. Once the game 
has loaded, an option screen 
offers the choice of entering a 
league or a cup tournament, 
or to go straight into a one-off 
game. Once selected, the 






action then switches to the 
all-important arena where the 
match will begin. 

It is here that you realise 
the extent to which this 
sequel has been improved. 
Whereas the first pitch was 
only three screens high and 
was scrolled vertically, the 
Speedball II arena spans 
roughly 6x2 screens, and 
boasts a number of new, 
improved features. Whilst the 
positioning of the goals hasn't 
changed and they are still 
located at each end of the 
pitch, each side is now clut- 
tered with useful or 
bonus-giving gates and fea- 
tures. Kept over from the first 
game, the warp holes are 
back with a vengeance, with 
nearly three times as many 
as the first game. But the 
most impressive addition is a 
spiral channel which doubles 
the value of each of your 
goals every time the ball is 
thrown into it. Similarly, pin- 
ball-style coloured stars 
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Before Ihe game begins, you can buy 
additional kit to aid the players... 




... but rl they take loo many hits and get 
Injured, their stats are reduced. 




punctuate the walls and can 
be lit for even more bonus 
points. It would seem that, 
with all these additions lining 
the pitch, that the game 
would get unnecessarily com- 
plex. Somehow, though, they 
don't get in the way of the 
main action, but simply add a 
little extra spice to the actual 
game and prove essential for 
building up points in league 
games. 

As well as the many pitch- 
based additions, the basic 
game is more violent, too. 
Each player has his own list 
of statistics and can with- 
stand a number of knocks. 
However, as the match pro- 
gresses and the players take 
more and more hits, their 
resistance is suitably 
depleted until they finally col- 
lapse and have to be 
stretchered off by two robotic 
physios. Likewise, all of the 
players now play more of a 
part in the matches, with the 
goalie being the most 




SOUNDING OFF One of the most impressive features of 
Speedball tl Is its sound. When the game has loaded a suitably futuristic 
opening theme introduces the action. This was specially written tor the 
Bitmaps by new group Nation 12 who comprise of John Foix (of Ultravox 
lame), Tim Simenon (the brains behind Bomb The Bass), Chem (from Beats 
International), and Simon Rogers (who was with The Fall before charting 
again with E-Zee Posse). They got In touch via their Rhythm King links and 
Simon wrote the music before assembling the impressive group to put it all 
together. The finished tune was then coded by Richard Joseph who was 
also responsible for the brilliant sound effects. The Bitmaps had always 
intended to make ihe Amiga version ot Speedball II better than its ST coun- 
terpart, and the addtion ot various crashing, scraping and grunting samples 
(not to mention the sampled ice cream salesman), round oft the game 
nicely. This isn't going to be a one off from Nation 12. though, as they may 
be producing the music for Renegade's (the Bitmaps' new label) Gods. 



notable, and the control sys- 
tem has been refined to 
make passing and shooting 
even easier. The joystick's 
directional controls send the 
player nearest the ball run- 
ning in the relevant direction, 
whilst the firebulton prompts 
a throw or a shot, the 
strength of which is deter- 
mined by how long the 
firebutton is held down for. 
This system is one of The 
best I have ever encoun- 
tered, in terms of both 
accuracy and efficiency, and 
is the icing on an already 
playable cake. 

Summing up Speedball II 
is an almost impossible task. 
It retains the basic gameplay 
of the original, but expands 
on practically every part of it. 
The managerial side is easy 
to get into and the various 
stats of each player do actu- 
ally make a difference to the 
gameplay. The new, enlarged 
pitch makes for a taster game 
which involves more passing 



SCREEN 



SCENE 




and dodging skills, and the 
new pitch-side features add 
even more variety - as does 
the improved violence) In 
fact, there is absolutely noth- 
ing to fault in Speedball II, the 
people involved have pro- 
duced a sequel which far 
exceeds any of my high 
expectations and, in the pro- 
cess, have created a game 
which is without a doubt a 
classic. 

Steve Merrett 



MIRRORSOFT £24.95 



6 Easily the Bitmap's best - 
game - a genuine classic J 

GRAPHICS 94% 

SOUND 93% 

INSTABILITY 92% 

PLAYABILITY 94% 



OVERALL 95% 





ICON DO THAT! 

Speedball II boasts more tokens 
than its predecessor, and they 
appear randomly during play. 

There are two kinds ot tokens to 
collect, and the first are cash 
bonuses which can be used to 
purchase extra kit during the 
intervals, whilst the assorted 
icons offer temporary powers 
such as these: 

TIME OUT - Stops play, allowing 
you to make substitution. 
GRAB - You are given automatic 
possession of the ball. 
SLOW ■ Slows down your oppo- 
nents. 

MANIC - All players are given 
maximum attributes. 
FREEZE - Renders the opposition 
paralysed. 

REVERSE - Reverses your oppo- 
nent's controls. 
ZAP - Bowls over your oppo- 
nents. 

SHUT -Closes your goal tor a 
while. 

BOOST - increases your energy 
level. 

TRANSPORT - Gives the ball to 
the player nearest their goal. 
SHIELD • Temporary protection 
from tackles. 
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Lemmings could be the 
first surprise smash of 
1991. With the minimum 
of hype, Psygnosis have 
released this incredibly origi- 
nal but visually so-so product 
- and now it's on the tips of 
everyone's tongues. 

CU Amiga coverdisk own- 
ers were the first to be treated 
to its simple aim - save a hun- 
dred or so green-haired 
lemmings from their urge to 
suicide. The lemmings are - 
to put none too fine a point on 
it - a bit thick. They follow each 
other off ledges, through fire 



and into traps. Unsupervised 
lemmings will end up stone 
cold dead. This is where you 
come in, helping the lemmings 
in their hour of need by guiding 
them to safety. 

Each level contains two set 
features: the trap door where 
the lemmings fall into the 
screen, and the exit, where 
they get out. Between them lie 
every sort of pitfall imaginable 
- decapitators. lasers, fire pits, 
water pools (lemmings can't 
swim) and long drops to name 
but a few. 

What makes the game dou- 




bly hard is the lack of a turn 
around option. A lemming will 
only backtrack if he hits a non 
harmful object. Most of the 
time a blocker needs to be 
used to prevent lemmings from 
plopping off ledges or into 
traps. The problem with block- 
ers is that they can only be 
moved by tunnelling under- 
neath them, or 
blowing them up 
which is usually 
the only feasi- 
ble option. 

At first 
glance an aver- 
age level 

looks pretty simple; 
it's not until the first 
few lemmings drop 
onto the screen that 
the problems become 
apparent. Usually 
you're only given the 
types of lemmings 
necessary to com- 
plete a level, plus a 
few extra to play with. 
The fact that every 
level has a time limit 



doesn't help things. Even if you 
know how to complete a level 
it can still take several attempts 
before you complete it within 
the allotted time. 

There are forty 2-player lev- 
els falling into three cate- 
gories: race, which operates 
on the simple principle of 'first 
to get all lemmings past the 




post' wins ; head-to-head, 
which is similar to the race, 
except there's more room to 
knobble another player, and 
there's the occasional co- 
operative level, where both 
players have to help each 
other. The games remaining 
120 stages(!) are split into 
three difficulty levels, which 
range from dead simple to 
extremely tough. 

Although very small and 



{Lett) This tests your tunnelling and building 
skills. The task Is to prevent the lemming dig- 
gers from tunnelling off the screen. 





sparsely detailed, the graphics 
work very well with the game- 
play. The animation on the 
lemmings isexcellent, combin- 
ing humour with clarity. A 
variety of weird tunes play 
throughout the game, the most 
bizarre being a mixture of 'here 
comes the bride' and 'how 
much is that doggie in the win- 
dow'. 

Lemmings is the perfect 
family game. The difficulty lev- 
els mean that it's playable by 
all ages, and once you've 
grasped the gameplay you can 
play it straight away. The only 
problem I came across was try- 
ing to select a particular 
lemming in a crowd of around 
a hundred - but chaos is half 
the fun with Lemmings. A truly 
excellent game. 



This isn't as hard as it 
looks. Dig straight down so 
thai (he lemmings fall down 
onto the rock. Use a miner 
on the right side to tunnel 
down at an angle. 

Use well timed exploding 
lemmings to blow holes 
through the door. Get the 
timing wrong and they'll end 
up in the lire. 



SCREEN 



SCENE 




{Below) Lemmings aren't naturally bouncy, so avoid long drops. Pause the game 
and scroll through the map so you can plan ahead. 



THE CHARACTERS 

Acrack team of specialist lemmings are on hand to help .Icons representing each sort of lemming 
are set beneath the play area. Click on the type of your choice then on a lemming itself, and 
hey presfo! a specialist. The first of these is the climber, which gives a lemming the abifity to 
scale almost any object. Next is the floater, which equips a lemming with an umbrella that he 
can use to glide down to earth while his brothers go splat below him. Dyna-lemming comes 
next. Click on this, select a lemming and a five second countdown appears over his head. When 
the timer runs down the lemming gives you a despondent look, says "oh no!", then detonates, 
fakingthesurrounding scenery with him. Theresa blocker lemming, used to hold up the advanc- 
ing horde, but the most widely used lemming is the builder. He creates short bridges, spanning 
traps, holes and helping lemmings reach previously inaccessible heights. There are three types 
of digging lemmings: a horizontal tunneller, a miner who digs down at an angle, and the last 
one who digs vertically down. The final option is Armageddon, double click on this and every 
lemming is transformed into a time bomb. 




{Left) It's a two player co-op 
level. To start with both play- 
ers have to help each other 
get their lemmings down to 
earth, afterwards It's a com- 
plete tree tor all. 



PSYGNOSIS £24.99 



t Stunningly cute and 
original platform jape 

GRAPHICS 78% 

SOUND 81% 

INSTABILITY 95% 

PLAYABILITY 94% 



OVERALL 94% 
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WORLDWIDE 
SOFTWARE 
106A Chitlwell Rd, 
Beeston, 
Nottingham NG9 
1ES 



WORLDWIDE 



SOFT WARE 



WORLDWIDE 
SOFTWARE 
106A Chitlwell Rd. 

Beeston, 
Nottingham. NG9 
1ES 



* FREE Catalogue disk (plus latest demos when available) with every order over £10 (Amiga and ST only) 

* All orders despatched by 1st class post * Quality products at keenest prices 

* 7 Day 24 hour ordering ★ Credit card accounts debited orjly on despatch ot goods 
* Complete customer satislaction is our aim 



Order by Telephone 
by Fax 
by Mail 



Credit card order telephone lines 
0602 252113 0602 225368 
Fax your order with credit card details 
0602 430477 

Send payment with order 



Please give your name, address, telephone no, software title, price advertised and computer type 



Worldwide Pack 1 



Amiga Second Drive + any 3 

software titles with our 
advertised price or £17.95 or 
less 
ONLY £109.99 



Worldwide Pack 2 



Amiga Second Drive + any 2 

software titles with our 
advertised price of £17.95 or 
less 
ONLY £99.99 



Worldwide Pack 3 



Amiga 1/2 Meg Upgrade 
+ any 2 software titles 
with our advertised price of 
£22.95 or less 
ONLY £89.99 
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Warlock is an updated 
and improved version 
of Firebird's old 64 
game. Druid, with an extra 
eight levels tagged on as a 
bonus. The game's scenario 
tells of a terrible invasion 
which has polluted the once- 
peaceful land of Belorn. The 
four demons responsible for 
the bloodshed have holed 
themselves up in two towers 
and your bearded Druid... 
sorry. Warlock, has been sent 
to put an end to their tyranni- 
cal doings. The game opens 
with an attractive scrolling 
sequence, with the epony- 
mous hero standing before 
two towers. These represent 
the two set of levels, with the 
smaller tower housing Druid's 
original eight levels, whilst 
the second comprises eight 
totally new stages. Once you 
have chosen which to enter, 
you are transported to the 
starting level. 



The Warlock is joystick 
controlled and is initially 
armed with a limited supply of 
projectile spells. Punctuating 
the levels are a number of 
energy-sapping creatures 
and the Warlock's path is out- 
lined by a series of maze-like 
walls which ensure that he 
doesn't wander off course. In 
addition, dotted at regular 
intervals within each level are 
a number of strange chests 
which, when opened, contain 
spells that are essential to 
completing the game. As well 
as extra fireballs and water 
bombs which can be used to 
see off the encroaching 
enemy, the Warlock can col- 
lect keys to open locked 
doors and chests, and protect 
himself with a faithful Golem 
(which can be controlled by a 
second player), and, most 
importantly, a Chaos Spell 
which is essential for killing 
the guardians. Completing a 



level is a matter of opening 
all the chests, fighting off the 
attacking horders, and even- 
tually scraping through to the 
exit. Unfortunately, though, 
the enemy appear so fre- 
quently, that the game gels 
frustrating and the urge to 
explore is limited. If, however, 
you do make it through, you 
then encounter the aforemen- 
tioned demons who must be 
killed with the powerful 
Chaos spell. 

With graphics by Ian 
Harling and Gary Carr, 
Warlock is a pleasant looking 
game. The screen scrolls 
smoothly and the graphics 
are colourful without being 
too gaudy: yet because of 
their 8-bit origins they are far 
impressive. Likewise, 
whereas Druid impressed 64 
gamers all those years ago, 
games have progressed a lot 
since then, and this updated 
version doesn't cut the mus- 
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tard. The sixteen levels will 
last a long time, but due to 
the game's repetitive nature I 
doubt whether anyone will 
bother to play through them 
all. An average game, 
Warlock proves that the old 
ones aren't necessarily as 
good as we remember them 
to be. 

Steve Merrett 



MILLENIUM £19.95 


t An old fave which 


has 


dated considerably... J 


GRAPHICS 


71% 


SOUND 


70% 


INSTABILITY 


71% 


PLAYABILITY 


64% 


OVERALL 


72% 




(Above) The assorted 
spells are cbbI using 
the F keys, and the 
Golem is the most 
useful as he can be 
used as a hairy 
shield. 
(Right) The Warlock 
stands before the two 
towers, and his staff 
Is used to choose 
which to enter. 



Water is deadly lo our bearded hero, so he must go 
out ol his way to use bridges lo cross the perilous 
streams. 
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Fans starved of RPGs 
last can sigh with relief. 
From the sun-baked 
climes of California comes 
Dragon Wars from Interplay, 
the makers of Neuromancer 
and the Bard's Tale Series. 

But this time round 
Interplay don't give players a 
choice of character class. 
Instead, there's five stats - 
Strength, Dexterity. 
Intelligence, Spirit and Power 
-plus fifty points to distribute 
between them. Pile points 
upon Strength, Dexterity and 
Power and you'll get a rough, 
tough fighter; go for 
Intelligence and Spirit tor a 
magic user. It's always possi- 
ble to try to balance the two 
styles, although you'll end up 
with a bit of a damp squib. 
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A difficult enemy can be disarmed. This causes him very little damage, 
but he will have to forfeit an attach lo pick up his weapon. The disarm 
command is only useful when your party outnumbers the opposition. 



DRAGON WARS 



Mark Patterson 
starts our RPG 
special with the 
latest release 
from the States 



Points can also be spent 
acquiring some of the twenty 
six different skills for a char- 
acter. These include lock 
picking, first aid, climbing and 
various weapon and magic 
skills. A system such as this 
can seem inflexible; there's 
over a hundred computer- 
controlled characters which 
would come in really handy if 
only you could select them. 

The first location is the 
town of Purgatory. It's here 
that wizards are equipped 
with spells and fighters with 
weapons. There are lew 
problems here for the experi- 
enced adventurer. Finding 
the portal lo the next level is 
simple, although taking time 
to explore the whole town will 
yield many useful items that 
make the game easy on the 
next couple of levels. 

Overall, the puzzles aren't 
as obscure as in previous 
Interplay products; so it's 
quite easy to progress 
through the first couple of 
levels. The only problems 





The title screen is accompanied by a very nice, suitably medieval, 
soundtrack. The artwork was provided by Boris Vallejo, one of the 
world's foremost fantasy artists. This Is his first venture into computing. 




The statues, which a littered around, can supply clues about characters 
which appear later x>n in the game, some are worth investing thoroughly. 



Beneath Purgatory lies Lansk, a 
mysterious underworld where the 
adventure really begins 

come from wandering mon- 
ster groups, which are 
invariably stronger than your 
party when they're first 
encountered. Quite a few 
original enemy character 
classes have been intro- 
duced with bags of new tricks 
up their sleeves. 

And a few original options 
have been included in the 
combat system, too. You get 
the chance to disarm oppo- 
nents, strike them with a 
doubly-powerful blow (though 
this is less accurate) or block 
or dodge their attack. 

But on the downside, the 
instruction manual suffers 
from an acute lack detail. For 
instance, the line "refer to 
command card" appears far 
too often. The command card 
is a small, eight page pam- 
phlet detailing loading 
instructions and option keys, 
and it's not very enlightening. 
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DRAGON WARS 

Conquering the rudiments of 
the game play is the first big 
challenge. . . 

Should you choose to lis- 
ten to the music (which is 
rather nice), be prepared for 
a ridiculous amount of disk 
swapping, unless you have 
two drives. The scenery 
graphics are pretty much the 
norm for Interplay - a first- 
person, perspective window 
is used for navigation, show- 
ing walls and buildings. When 
you encounter an NPC (Non 
Player Character - computer 
controlled creature) an ani- 
mated picture of it is called 
up in the navigation window, 
serving no other purpose 
than to let you know what 
your next victim looks like. 

Dragon Wars is almost 
exactly what I was expecting. 
It's absorbing and well plot- 
ted, even if it does seem 
fairly dated. A lot of the rou- 
tines have appeared in 
previous Interplay products, 
and although they're a hall 
mark of kinds, it would have 
been nice if they'd been 
brought up to date. A high 
class RPG nevertheless, with 
a few avoidable faults. 
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You can spot the scenic bits a 
mile off - unlike monsters who 
spring up at any time 



The stadium in Purgatory is a good place to pick up 
weapons. Be careful though, the gladiators can take 
lot ot damage. 




The auto map is Incredibly useful. It saves time and 
eliminates the need for graph paper and biros. . . . 



Dilmun is another of the early 
provinces. It's best to build up 
experience points before 
progressing any further. 




RPGese 



This dude is tough. Try using 
magic to defeat him. 




Understanding RPG's can be very confus 
for people unfamiliar with the game style. So 
here's a brief run down on some of the more 
common terms. 



The character graphics area excel 
lent throughout, varying from 
province to province. 



Strength - This determines the amount of 
additional damage a character can cause with 
a weapon. In some games you might also be 
required to use your strength to move objects. 
Dexterity - Speed. The higher your character's 
dexterity the harder he is to hit, and the 
chance he stands of walloping the bad 
Intelligence - Mainly for magicians, 
intelligence is essential for spell ca 
Armour Class - Your defence rati 
Experience Points - Every time you 
battle or accomplish a task you usually 
receive experience points, which help 
character stronger. 
NPC - Non Player Character. Any computer 
controlled being. 
Hit Points - A character's health rating. I 
'alls to zero it's the end. 




INTI 


ERPLAY/EA £24.95 


p Sup 

SOL 
LAS 
PLA 


erior RPG -even if 
a bit old fashioned J 

tfHICS 72% 
JND 82% 
[ABILITY 86% 
LABILITY 84% 


ov 


ERALL 85% 
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CHAMELEONS 

Day in day out, thousands of gamers spend time at their monitors trying 
to be someone else. Matt Regan gives a potted history of RPGs. . . . 

M 



any people dream of 
being someone differ- 
ent: a barbarian hero, 
a space pilot, or an Indiana 
Jones-style adventurer. So 
when an American called 
Gary Gygax created a game 
that allowed people to play 
out their fantasies, it became 
an instant success. The 
game was, of course, 
Dungeons and Dragons, and 
soon a host of imitators 
appeared - but D&D, and 
Advanced D&D, have 
remained the most popular 

When the home computer 
boom occurred in the begin- 
ning of the 'eighties, RPG 
players used them as elabo- 
rate dice. The limited memory 
and capabilities of the early 
machines held back the pos- 
sibility of computer RPGs. It 
wasn't until the second wave 
of machine (Commodore 64 
and Spectrum, for example), 
and the increase of IBMs in 
American homes, that the 
potential could be tapped. 
Soon games such as 
Wizardry, The Bard's Tale, 
and Ultima appeared, begin- 
ning a deluge of RPGs. 

THE AMERICAN 
CONNECTION 

As noted above, America has 
been the most important 
source of RPGs during the 
'eighties. The Bard's Tale 
series, by Electronic Arts, 
has sold hundreds of thou- 
sands of copies worldwide, 
and this year should see the 



release of BT III on the 
Amiga. The official Dungeons 
and Dragons games from 
SSI, distributed in this coun- 
try by US Gold, have been 
consistently good sellers, and 
deservedly so. Wizardry has 
never been available for the 
Amiga, and Ultima Vhas 
been delayed for a long time 
now - although it should 
appear within the next couple 
of months. 

Often these series allow 
players to transfer favourite 
characters from their prede- 
cessors, or from different 
series entirely. As the 
American market is 
dominated by IBM 
compatibles, the 
Amiga is consid- 
ered less important. 
Delayed releases are 
common, such as the ■ 
Amiga version of Chaos 
Strikes Back, which is 
finally available (see 
the 



exclusive in this issue). Still, 
gamers should feel grateful to 
the States for providing so 
many good RPGs! 

HOME 

GROWN RPGS 

British players have always 
been keen consumers of 
RPGs, and account for a 
sizeable percentage of sales. 
Germany has almost reached 
the same level, triggering 

Rainbow Arts 
to produced 
Legend of 




Faergail, a Bard's Tale clone 
featuring improved graphics 
and sound. 

Core Design last year 
released Corporation, a futur- 
istic game that cast the 
player as a government 
agent infiltrating a company's 
building and faced with oppo- 
sition from robots, holograms 
and horrific beasts. A mission 
disk has just appeared, con- 
tinuing the story where the 
first one left off. BSS Jane 
Seymour, set aboard a huge 
spaceship full of mutated 
(and angry) creatures, was 
released by Gremlin to good 
reviews from the computer 
press - not least for its inno- 
vative combat system, Elvira, 
from Horrorsoft, placed its 
emphasis on stunning graph- 
ics and sounds, as well as 
poor double entendres 
about Elvira's bosom. 
Mirrorsoft have given 
us Bloodwych, which is 
unique in allowing two 
players and two parties to 
play simultaneously, although 
it suffers from a lack of atmo- 
sphere - the dungeons are 
just too pretty and tidy! 

Infogrames in France last 
year produced Drakkhen, a 
very interesting and attrac- 
tive RPG with some 
bizarre sound effects. By 
showing the party of 
characters on screen 
and incorporating many 
other innovative fea- 
1 tures, it showed that 
I RPGs do not have to be 
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>- as derivative as they have 
been in the past - a message 
that's only just being heeded. 

THE REAL THING 

■ Real" role playing games 
involve a number of people, 
each controlling a character, 
describing their character's 
actions to the game master 
or Dungeon master. He is the 
only person aware of every- 
thing going on in the game, 
and it's his responsibility to 
explain to the players what 
their characters can see and 
do. as well as implementing 
the rules. 

Unlike virtually every other 
sort of game. RPGs contain 
no real winners and losers - 



simply keeping your charac- 
ter alive, and increasing his 
or her skills, is the aim of the, 
game. The game master is 
not trying to kill the players, 
but is trying to offer a chal- 
lenge to their characters that 
can be overcome through a 
combination of their physical 
and magical prowess, and 
their ability to think their way 
out of a problem or trap. 

There are a host of RPGs 
on the market, with D&D and 
AD&D still ruling the roost. 
However there are so many 
rulebooks, compendiums and 
guides available that to col- 
lect the lot would set you 
back hundreds of pounds! At 
the other end of the scale, 
Tunnels and Trolls has only 
one rulebook. and relies on 
its sense of humour ( the fire- 
ball spell is called "Take that 




you fiend"!). 

Runequest has perhaps 
the most realistic combat sys- 
tem, and in the sci-fi field 
Traveller and-MegaTraveller 
are the best sellers. Paranoia 
is also set in the future, 
where a malfunctioning com- 
puter believes it is god and 
punishes "heresy" with death. 
Unlike other RPGs. the aim 
of Paranoia is to get all the 
other players killed, leaving 
yourself as the sole survivor. 
Other RPGs cover a wide 
range of subjects, including 
horror, the middle ages and 
Sherlock Holmes - and 
there's even one called 
Bunnies and Burrows! 

THE WAY AHEAD 

Opinion through the software 
producers is divided as to the 
success of RPGs up until 
now. Simon Jeffrey at 
Electronic Arts is very happy 
with the sales of their RPGs. 
stating that the success of 
the Bards Tale series across 
the world "shows the huge 



The Origin series ot gomes has 
taken a new turn with the 
release ol Savage Empires. 



(Clockwise Irom far left) 
Graphical styles vary 
greatly: Xenomorph uses 
the Dungeon Master style, 
while Elvira alters the 
visuals to suit the situatlot 
Champions of Krynn 
emphasises statistics. 



popularity of the genre". US 
Gold, on the other hand, feel 
that the games "haven't 
received the attention they 
deserve", despite the strong 
sales of the SSI titles. 

Mirrorsotl are pleased with 
the situation at the moment, 
as Dungeon Master and 
Bloodwych have proved to be 
two of their best sellers. 
Cathy Campos. Mirrorsoft's 
top PR person, can envisage 
the market increasing "to an 
extent", but not really chal- 
lenging the dominance of the 
arcade titles in the charts. EA 
however can see a consider- 
able increase in the sales of 
RPGs. as the Japanese influ- 
ence takes hold; RPGs sell in 
enormous quantities there, 
even on consoles. EA also 
believe that the Amiga mar- 
ket will become more mature 
as younger gameplayers are 
enticed away to consoles. 

The main stumbling block 
for RPGs is the amount of 
statistics used. This puts 
many people off, and until 



r*t, • I .... , . 

I nt* n ■ . »■•< • noa. 
• ' ■ ■ i ■ ' (OP'I 

«BC - ' . ■■ ■ (■ 

«■« (K > u aj If I ft 

'■ i '- ■ ■- • 

Whtt iDII till 
- I • ■■ tor II I I 

h Imi if? 

■ - 1 1 ■ ■ ■ , ■ J ■ ■ 




□ 



f roof* 
narrr* 



Captive, a recent science fiction 
release, has become immensely 
popular in a very short time. 



SCREEN 



SCENE 




Dungeon Masler is ihe king ot RPGs. having a cat- 
aclysmic ending. Above . (he heroes (ace Lord Chaos, 
FlreslaH in hand; and right, (he display for a charac(er, 
showing his possessions and current condition. 



this is overcome the systems 
will only appeal to the dedi- 
cated. Also RPGs need to 
include more character identi- 
fication - Hound of Shadow 
attempted this (the type of 
person being played influ- 
ences the actions that can be 
performed), but by and large 
it is ignored. Let's see some 
roles in role playing games! 

THE BEST 

OF THE BUNCH 

Deciding what are the best 
RPGs on the Amiga is obvi- 
ously a personal choice, but 
DUNGEON MASTER is 
surely the greatest. With its 
great graphics and incredibly 
atmospheric gameplay, it can 
take months to complete; and 
even then you'll probably 
have missed large sections of 
the complex. It requires one 
meg to run (as do many 
RPGs now), but it's well 
worth the investment. The 
sequel. Chaos Strikes Back, 
should be out now, and it 
continues to have the amaz- 



ing payability of the original. 

CHAMPIONS OF 
IvKTNN is the best so far 
of the SSI games, although 
Curse of the Azure Bonds 
and Buck Rogers are of a 
high quality as well. ELVIRA 
offers graphics and sampled 
sound of a quality to match 
its gameplay, although it 
comes on an astounding five 
disks. BARD'S TALE II is still 
good, although the presenta- 
tion is showing its age - the 
next in the series should cor- 
rect this. 

In the science fiction area, 
CORPORATION has a novel 
control system, but it is very 
difficult to master. BSS JANE 
SEYMOUR and 
XENOMORPH offer what 
amounts to Dungeon Masler 
in space, both are hugely 
enjoyable with sufficient 
depth to provide a long-term 
challenge. BAT from Ubisoft 
is yet another approach to 
the idea, with the sort of 
strange flavour that only the 



French can produce. 

In conclusion, the RPG is 
a rich style with games to suit 
nearly all tastes. Some get 
bogged down with statistics 
and figures, but the new gen- 
eration of games have put 
the emphasis on graphics 
and payability without sacri- 
ficing depth. If you've never 
tried an RPG, you've been 
missing out on a style of 
game that can satisfy a 
player in a way an arcade- 
conversion never can. 




(Above and below) Bloodwych, 
Irom Mirrorsoft. Is unique In allow- 
ing (wo players (o adven(ure 
together. Above is tho single view , 
while below the double screen is 
shown - which can make things a 
little cluttered! 
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e Bard's Tale series has seen a massive improvement fror 
to II . With a huge task spread over many cities and dungeons, 
Bard's Tale II seems somewhat aged now, although the third 
game in the series is due for release soon. Provided that the 
graphics and sound are Improved and more varied, this could be 
serious contender tor all-time top RPG. Only time will telll 




Chaos forming the Corbum. This 
is the guy lo be defeated (again!). 



At long last it's here - 
the sequel to one ol 
the greatest com- 
puter games ever made. 
Dungeon Master, released 
in 1 988, has probably been 
the cause of more sales of 
upgrades than any other 
application or game, as it 
requires one meg to run (so 
does Chaos, therefore make 
sure you've got the RAM 
before buying). 

Set over a year after the 
destruction of Lord Chaos, 
the heroes have relaxed, 
safe (the fools) in the knowl- 
edge that the Evil One has 
been eliminated. However 
Chaos had only been van- 




evM|s the Age op 



(Left and below) The 
atmospheric intro 
sequence shows 
Lord Chaos forming 
the Corbum In his 
lair at Mount Anaias. 
The dungeon cre- 
ation is also shown 
to good effect. 





The character editor In all its 
glory. Feel free to make your 
characters as silly as possible, 
as well as checking their stats. 



quished temporarily, and was 
busy planning his perverse 
revenge deep in Mount 
Anaias, collecting four 
chunks of Corbum and 
secreting them in his new 
complex of fiendish traps and 
puzzles, and then gathering 
hordes of bizarre and lethal 
monsters to populate it. The 
heroes decide to take up the 
challenge, and venture forth 
again to defeat Lord Chaos. 

This is a stand-alone RPG, 
and doesn't need Dungeon 
Master to run - it's not a data 



disk as was originally 
planned. That granted, 
unless you've played DM for 
weeks on end there's little 
chance of surviving for more 
than a couple of minutes. The 
game doesn't forgive; it starts 
the party (who've been 
stripped of all their posses- 
sions) in a pitch-black room, 
surrounded by poisonous 
worms. And that's the easy 
part. The pregenerated char- 
acters don't really cut the 
mustard, so in effect you'll 
need a party that's beaten 



DM and contains a couple of 
Master-level wizards at least. 

As well as the game disk, 
CSB comes with a utility disk 
that adds a great deal to the 
payability. It includes an 
introductory sequence show- 
ing Chaos creating his 
domain, and is a masterpiece 
of atmosphere - watch it 
before playing the game to 
help set the scene. The sec- 
ond function of the utility disk 
is to view and edit characters. 
Either Chaos or Dungeon 
Master characters can be 




The location of the quest: Mount Anaias. Ten levels of lethal dungeon 
are here, full of Chaos' minions and his fiendish traps and puzzles. It 
will take weeks - or perhaps months ol adventuring - to complete. 



This is the first graphic you'll come across In Chaos Strikes Back. Choose 
whether to load a saved game or examine the characiers in the prison - 
there's a Master-level nln]a to be found, but it's no easy task to track him 
down and release him. 
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used, and is a great aid to 
those who've finished DM so 
long ago they've forgotten 
their characters' capabilities. 

The four party members 
can be called up for viewing, 
showing their statistics and 
levels. The portraits can be 
edited and even redrawn - 
embellishing your characters 
with silly details is good for a 
laugh. If copies of game 
saves are made, this function 
allows the player to restart 
the dungeon at an earlier 
place or right at the beginning 
if you've made a complete 
cock up. 

The final feature of the util- 
ity disk is the hint oracle. This 
reads a saved-game disk, 
works out your location, and 
provides hints and clues to 
allow rebooting (CSB has 
DM s notoriously long loading 
time). This feature luckily 
doesn't lend itself to abuse. 
And the game itself? Well, 
think of Dungeon Master and 
double it. Set over ten huge 
levels, it's no easy task to 
complete it, and the immense 
difficulty of the game pre- 
vents rushing through it. The 
monsters are a mixture of old 
and new, the additions includ- 
ing Munchers. which are 
three-headed flying poi- 
sonous creatures, and 
Hellhounds, fire breathing 
mutts that attack more than 
postmen. The puzzles too 
have been made more 
involved, allaying fears of 
repetition from the original. 
When Chaos was first 
released on the ST over a 
year ago, it received some 
flak tor being little more than 
an expansion module - and 
therefore a con at the price. 
While there's some truth in 
this claim, the depth of paya- 
bility and incredible 
atmosphere (the blood-cur- 
dling screams are 

still there) make the criti- 
cism rather redundant. After 
all, nobody accuses 
Lamborghini of producing yet 
another racing car, do they? 
Overall this is gameplay of 
the highest order, and the 
graphics and sound, while 
hardly breaking new ground, 
suit the game perfectly. So a 
big hurrah to FTL for making 
the game ,and a big boo-hiss 
to the same for taking so long 
with the Amiga version! 

Matt Regan 




An unwelcome lace Irom the past! Not only are there many 
dragons In Chaos, but - beware - they're tougher too! Magic and 
use ot tactics will help to avoid those lethal lireballs 



DUNGEON DELVING 

It's the little extras that make this game 
such a joy to play. For example, when select- 
ing champions in the prison it's possible to 
find a master-level ninja in a secret room; 
however he's guarded by a host of rock mon- 
sters! Other nasty surprises include the 
room containing a magnificent sword. 
Grabbing it has the unfortunate effect of 
releasing half a dozen Death Knights, and 
so it's bye bye to the party (the trick is to 
dispose of the Knights in their alcoves one 
by one). Another section, behind an easily- 
chopped wooden door, contains mummies. 
No problem, you cry, mummies are a cinch. 
Not when there are an infinite number of 
them, they're not! This game is not for 
wimps. 




Undaunted but definitely annoyed at his defeat by the characters 
in Dungeon Master, Lord Chaos is even more powerful in the 
sequel - it'll lake more thBn luck fo win your way through. 
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FOOD 




HEALTH 299/31-S 
5TAKXNfl 2±5/21S -- 
mmN* S8/1H3 LOAD 



Jeremy's in trouble, poisoned 
by a worm - and the party's got 
no potions! 



I" ; Efl INTRODUCTION TO: 

Rfi CHAOS STRIKES HACK 




MAKE HEM ADVENTURE OR 
EDIT CHAMP ION PICTURE 



CONSULT THE HINT 
ORACLE 

f r 



The selection screen in the 
utility disk, a welcome addition 
to the game. 




FTL/MIRRORSOFT £24.95 



■ Great sequel -brilliant 
for Role Playing gamers J 

GRAPHICS 83% 

SOUND 80% 

INSTABILITY 90% 

PLAYABILITY 92% 



OVERALL 90% 
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TOP TITLES 

AMIGA 

SuperHangon 7 99 

BalmanCapedErusacker .... 7.99 

LastNinja 7 99 

Thunderblade 7 99 

Blasteroids 7.99 

Vigilante 7.99 

RocaBLaster 7.99 

WCLeaderboard 7.99 

Gauntlet II 7 99 

Barbarian II 7 99 

AxelMagicHammer 7 99 

OulHun 9 99 

Moonwalker 9 99 

l*tc«*ersGii*le w the Galaxy 9 99 

Planet Wl 9 99 

Zorfcl 9.99 

WisfiBringef 999 

Leather Godess Phobes 9.99 

HardDrtvingll 15.99 

Stun Runner 15 99 

Turncanll 15 99 

Hunter 15.99 

Gaoall 15.99 

Cruise?'?" Corpse 18.99 

Zarathrusta » 16.99 

Operation Steam 16.99 

Tom and the Ghost 16.99 

BacktotneGarden 00.99 

Bra^n Blaster 15.99 

UuprtersMasterdrtve 16.99 

MightBamoiack 16 99 

Sirus7 15.99 

CardolChaos 15.99 

DeathTrap 16.99 

Lemmings 1599 

Shockwave 15.99 

Masterbtazer 15.99 

Rotator 13.99 

Deuteros 14.99 

lenticle 14.99 

CarVup 14.99 

The Rnal Whistle 899 

SJm Earth 16.99 

TheHurrttor Red October .... 15.99 

Mig29 15.99 

Wings ol Death 15 99 

Super Oti Road Racing 13 99 

Ishido 15.99 

EuropeanSuper League...... 15.99 

TheUltimateRide 15 99 

Gremllns2 15.99 

Woltpack 15.99 

DislantArm.es 15.99 

Thelmmortal 15.99 

The Rnal Battle 15 .99 

Murder 15.99 

Dragon Wars 15 .99 

F16Combat Pilot 15.99 

Time Machine 15 99 

UitimateV 19.99 

Midwinter 19 99 

Pool ol Radiance 19.99 

Conqueror 1599 

Turrican n . 13.99 

688 Attack Sob 15 99 

USSJohnYoung 15 99 

SwordolAragon 19 99 

BAT 15.99 

Badlands Pete ~ 13 99 

Powermonger 19 99 

Wings 19 99 

CnmeWave 15 99 

TheirFinestHour 19 99 

Loom 19 99 

Defended 13 99 

Subbuteo 15 99 

flightolthelntruder 19 99 

SpeedbaM 15 99 

NineLrves 15.99 
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TOP TITLES 

AMIGA 

Shockwave 1 6 99 

OoopsUp 16 99 

Gunboat '6 99 

Harpoon 16 99 

Street Hockey '5 99 

WmgsofOeatti 16 99 

Insect in Space 16 99 

EddiieDuek '5 99 

Kaiser 16 99 

TheChamp 16 99 

CrasnCourse 21 99 

KmgQuestll M.« 

PanraKickBoxiiH) 16 99 

DeatnolGlory 16 99 

KiilinoCloud 16 99 

Sp|intolEi:calibur 21.99 

Battietechll 23 99 

Miflwinterll 19 99 

SpmDirjyWortds 15 99 

Butt Ropers 17 99 

GettysOurg 19.99 

MlTankPlatoon 19 99 

Caplrve ..I...II.IIIIHI 13 99 

Wondertand 15.99 

MUDS IS 99 

LotusEspnt 15.99 

TheFinalConttict 15 99 

QpflraiionHarrieT .„.,.„ 15.99 

Voodoo Nightmare 15 99 

ZOut '3 99 

Nightshirt 15.99 

The Secret of Monkey Island '5 99 

RittDarioen>uj2 '5 99 

Wrath ottheOemon 15.99 

TeamVandee 18 99 

Teanv Mutant Hero Turtles 15 99 

CyoerAssault 15.99 

Fl9Steairh Fighter 19 99 

Operation Stealth '5 99 

BatttotheFuture2 15 99 

Gods 15 99 

Xiphos 15.99 

Sww 15.99 

CacJaver 1S.99 

Sopremacy 19 99 

40 Sports Boxing 15 99 

St Dragon 15 99 

Indianapolis 15 99 

Ranx 15 99 

The Savage Empire 16 99 

FmalCommand 15 99 

UN Squadron 13 99 

CelicaGT4Hjlly 15 99 

Stratego 15 99 

TestDrlve3 15 99 

AnenMDesBny 15 99 

Loopz 1599 

Vaxine 15 99 

Betrayal 15 99 

Uneolfire '5 99 

Eswat 15 99 

Legend ol the Lost 15 99 

Days of Thunder 15 99 

Spellbound 13 99 

UMS2 15 99 

WarJeep 15 99 

Enterprise 13-99 

Legend of the Faerghail 1 3 .99 

Pro Tennis Tour2 16 99 

Strider2 15 99 

CKckTrecy 14.99 

Team Suzuki 15 99 

James-Pond '4 99 

Armour Geddon 14 99 

OBitus 22-99 

Bat»ecness2 17 JO 

Future Basketball 14.99 

ParadroiflM 13 99 

TorvaktheYVamor 14.99 

AWS.0.M.E 2199 

Corporation 14 99 

Golden Axe 15.99 
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Following the bug-ridden 
F-29 Retalialor, Ocean 
are once more trying to 
prove their worth at (light 
sims with Battle Command. 
Hovering between shoot 'em 
up and sim. it's a tearaway 
game with plenty of action - 
but is it just a bit too complex 
for those who want to shoot 
and blast? 

Set in the near future, the 
northern and southern armies 
are at war Northern military 
command have given you a 
swanky new Mauler tank and 
orders to go behind enemy 
lines and cause as much 
trouble as possible. 




Below: An enemy fuel dump 
burns like a supernova after a 
direct hil from a Banshee missile. 



SCREEN 



SCENE 




The Mauler is set to 
change the face of the war. 
It's heavily armoured, being 
able to withstand direct hits 
from enemy shells. In addi- 
tion to the 105mm gun it 
carries, there's a variety of 
missiles, mortars and defen- 
sive gadgets to be bolted on, 
giving you a huge advantage 
on the battle field. 

The game is split up into a 
series of progressively diffi- 
cult missions, you can start 
on any mission, but it's advis- 
able to work your way 
through them from the start, 
as extra weapons are only 
obtainable on completion of 
certain sections. 

It's the missions that keep 
Battle Command's a cut 
above the rest. Instead of the 
standard go-to-position-X- 
and-destroy-everything-there 
type scenario you're called 



upon to rescue diplomats, 
recover downed satellites - 
but of course, quite a bit of 
mass destruction is still 
required. 

The graphics are very 
impressive, and so they 
should be. A decent amount 
of polygons are used on 
most objects, and they 
move fast. Enemy installa- 
tions look very good, 
especially when they 
explode. The action rarely 
slows down, which is a 
credit to the game's pro- 
grammers at Realtime, 
Software. 

With it's speed and var- 
ied action, Battle Command 
is a very good game, though 
slightly superficial. Don't 
expect a simulation, expect 
a fast, thinking man's shoot 
'em up. 

Mark Patterson 



CONTROL 

Control is mouse only, which may prove a problem for 
the average joystick toting shoot 'em up treak - but, in 
fact, it's easy. Push the mouse forward to accelerate, 
back to slow down and left and right to steer. The left 
mouse button fires weapons, and the right button gives 
you control of a cursor used to operate other features 
of the tank. The usual external views are included, 
though there's hardly enough time to look at them. 





As soon as (he game 
starts your thrown Into 
Ihe thick ot the battle. 





While conflict rages, effective lines 
of transport are essential. The 
drop ship will ferry vehicles. . . . 



OCEAN £24 


.95 


t Fast and furious I 


blaster 


that calls for brainpower J 


GRAPHICS 


90% 


SOUND 


78% 


INSTABILITY 


86% 


PLAYABILITY 


82% 


OVERALL 


82% 
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TUN RUNNER 



STUN Runner is essentially futuristic bobsledding with bells 
on. The object is to pilot your STUN craft around 24 tracks 
without crashing or running out of time. The STUN craft is 
capable of reaching 900mph, though due to the game's lack of 
speed this effect is somewhat lost. Drone craft also race round the 
track, crashing into one slows you down and depletes your ship's 
shields. Each track must be completed within the allotted time, and 
there isn't much of a margin for error — for instance, track one is 
supposed to be the training level; but if you make one mistake, 
there's no way you can complete it. It's problems like these that 
severely damage the gameplay. 

An average track is made up from two elements: roadways and 
tunnels. Roads are easy enough to negotiate, although they do 
occasionally narrow restricting movement and making life very dif- 
ficult. Tunnels can cause all sorts of problems, too. To take a corner 
without slowing down you have to manoeuvre the STUN ship on 
the outer wall. This was tricky on the arcade machine as the higher 
the craft was on the tunnel wall. On the Amiga version, though, 
the STUN craft can quite happily sit halfway up a tunnel wall without 
causing you any problems. 

The graphics inside the tunnel are very basic. The shading on 
the tunnel walls has been removed, so now it looks like you're 
flying through a tube of multi-coloured fruit Polos. Apart from that, 
the graphics for the opposing vehicles are as close to the original 
as you are likely to get. The main criticism regards the speed at 
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Learn from the first eight levels. 




riginally developed for 
Atari's Lynx hand-held 
machine. Chip's 
Challenge finally makes it 
onto the Amiga. 

You take control of Chip, a 
nerdy-looking guy, who's 
besotted by Melinda, the 
Mental Marvell. and desper- 
ately wants to join her 
computer club, the Bit 
Busters. To do so, he's set 
the task of completing 144 
levels of one of the most 
frustrating and addictive puz- 
zle games to appear in 
recent months. 

The play area is a maze- 
like arena in which our hero 
has to find and collect a num- 



Follow the STUN Run on the inside curve. This should enable you to pick 
up speed and - quite literally - see light al the end ot the tunnel 

which the tunnels and roads come towards you. Speed is essential 
to this game, and it's sadly lacking on the Amiga version. There's 
no real reason why this version should run as slow as it does. 
Obviously, there's no way the Amiga can emulate the coin-op 
exactly; but it's a very capable machine and, when exploited to its 
full potential, has the speed, sound, multi tasking and graphics 
capabilities to give the 16-bit 'arcade quality' consoles a run for 
their money. This should have, and could have, been a far better 
conversion. Speedmongers, though, should try elsewhere. 



DOMARK £24.95 




Look left, look right, and II all's 
clear you can Jump and continue. 



i Not one lor the speed 
merchants among you J 

GRAPHICS 70% 

SOUND 75% 

LASTABIUTY 66% 

PLAYABILITY 71% 



OVERALL 65% 
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I a ... 

Occasional advice. Here's you 
what to do with the boost pads. 




As predicted TMNT was 
released just before 
Christmas, taking the 
number one spot with, reput- 
edly, over half a million 
copies sold on all formats. 
The UK version of the game 
is a slightly altered copy of 
the American game, which 
in turn is copied from the 
Nintendo release which was 

pretty good. The US Turtles was pretty abysmal, dogged 
with loading problems and game play faults while 
Nintendo's Turtles was fast and playable. Unfortunately, the 
Mirrorsoft's Turtles appears to have struck an unhappy bal- 
ance between the two. 

Based on the cartoon series, Shredder and the Foot 
Clan have captured April O'Neil, and it's down to the heroes 
in a soup bowl to rescue her. 

Level one has the turtles searching sewers for April. The 
colour scheme here makes the turtles almost invisible. 

The key to 
success Is 
accurate timing. 

Once you're 
close enough to 
act do so. Fall, 
and you could 
be in trouble. 





ber of computer chips 
before he can move on to 
the next level. It's not as 
simple as it sounds, how- 
ever, as Chip also has to 
contend with hidden chips, 
spinning fireballs, bug-eyed 
monsters, tanks and ram- 
paging sets of false teeth 
like the ones you can buy 
from a joke shop. If that 
wasn't enough, special keys 
have to be collected to enter 
doorways, and blocks have 
to be moved to cross rivers. 
There's also thieving bar 
stewards who'll nick all the 
chips you've collected so 
far. To make matters worse, 
there's also a time limit on 
each level. 

The first eight levels act 
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Don't worry. If this all looks 
too daunting you can skip a 
level and come back to it 
any time you want . . . 



as tutorials and give an idea 
of what to expect in later 
sections. After completing 
each level, you're given a 
password to access the 
level later on if you want to 
skip those you've already 
completed. Even if you can't 
complete a level, don't 
worry! You'll be given the 
choice of playing the level 
later or skipping the level 
entirely and move on to the 
next challenge. 

The puzzles start of easy, 
but get progressively harder. 
It may not look much from 
the screen shots, but the 
payability and addictiveness 
of the game more than com- 
pensates for the poor 
graphics and sound. 



US GOLD £24.95 



A bit of an eye sore but 



terrifically addictive. . . J 


GRAPHICS 


50% 


SOUND 


40% 


INSTABILITY 


75% 


PLAYABILITY 


88% 


OVERALL 


79% 



TEENAGE 
MUTANT HERO 
TURTLES 



Level two finds April held prisoner by Rock Steady. 
Shredder's right hand man. The next level changes slightly 
with the turtles swimming around searching for bombs. 

The scrolling and animation leaves a lot to be desired, 
as does the payability. Still, the controls work well, and it's 
easy to get into. 

No doubt turtle fans will think that it's mega. However, 
more selective pizza freaks will see this for what it is, a 
pretty well average arcade game. 



MIRRORSOFT £24.95 


t Waiter, waiter, l 


Ihere's a 


fly in my turtle soup. . . J 


GRAPHICS 


64% 


SOUND 


69% 


INSTABILITY 


61% 


PLAYABILITY 


60% 


OVERALL 


62% 




The green sprite's platform antics. 




SCREEN 



SCENE 



SPECIAL 

CRIMINAL 

INVESTIGATION 




Book him. murder number one. 



an 




Although Chase HO 
was a playable 
enough race game, it 
didn't really capture the atmo- 
sphere of the brilliant Taito 
coin-op. Graphically, it was 
adequate, but hardly close to 
the original, and it was also 
slightly too hard, making it 
nigh-on impossible to com- 
plete. The coin-op version of 
SCI boasted major improve- 
ments over the first game, with 
more varied action and the 
addition of weapons. With this 
conversion, - development 
team, ICE (who were behind 
the conversion of US Gold's 
Turbo Outrun), have included 
most of the improved features. 

Once again, you step into 
the Gucci shoes of two of 
Miami's hottest cops, but this 
time you are cruising the 
streets for information regard- 
ing the whereabouts of the 
Mayor's kidnapped daughter. 
You start the game at your HQ 
and are briefed on what to 
expect. After that, you must 
burn up the city highways, 
avoiding other motorists, and 
attempting to reach the felon 
within the strict time-limit - 
using your limited supply of 
turbo boosters whenever time 
is running short. Once he is in 
sight, the crook's cover will be 
blown by a rather conspicuous 
arrow which hovers above 
him. so you must stay behind 
him and repeatedly shoot him 
until he pulls over. However, 

unlike in the first game, SC/s villains tight back, and as you 
pursue them, you must avoid the crates and bullets that they 
throw at you and keep an eye out for the gun-toting bike riders 
that surround them. 

From the above description, it doesn't sound as if there is 
a lot of difference between Chase and its sequel, and that's a 
perfectly valid assumption. ICE have definitely written a better 
game, but it still doesn't convey the urgency that the coin-op 
did. Likewise, the graphics are a little on the dull side, with the 
main sprite reminding you of Turbo Outrun, and features very 
little in the way of animation, whilst the update of the road is 
far from impressive or smooth. 
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This 'copter's getting close. 



OCEAN £24.95 



OK lor fans of the home 
version of Chase HQ J 

GRAPHICS 68% 

SOUND 70% 

LASTABILITY 78% 

PLAYABILITY 82% 



OVERALL 72% 




Defeat this anchor- 
swinging hood, and 
you become a fully 
paid up ESWAT cop. 



After their superb conversion of Line Of Fire, 
ESWAT is a massive disappointment from U.S. 
Gold and its programmers, Creative Materials. 
Granted the coin-op was no great shakes, but this con- 
version captures very little of the original's fast pace and 
fast shoot 'em up action. Graphically, the whole thing 
looks fine, with the subdued colour scheme working 
nicely against the large and detailed sprites. However, 
once everything starts to move, and the sprites lumber 
around the screen jerkily, the whole effect is ruined, leav- 
ing only the limited gameplay to save the day. In case 
you aren't familiar with the coin-op, ESWATis a split level 
shoot 'em up which draws ideas from Rolling Thunder 
and, more notably, Dragon Ninja (especially in its limited 
use of colour and sprites). You and a friend must punch, 
kick, and shoot your way through umpteen levels of crim- 
inal-filled horizontally-scrolling stages until you reach the 
crimelord at the end of the level. Each master crook must 
be felled with repeated shots or blows, and when he eventually 
dies you gain access to the following stage. 

You start the game armed with a gun and a limited supply of 
ammunition. However, after three successful collars, you attain 
the much-coveted rank of an ESWAT cop, and a special 
armoured suit which protects you from the enemy flak. On the 
downside, through, the suit's gun eats your ammo at three times 
the normal speed, so 
extra caches must be col- 
lected along the way. To 
begin with, ESWAT is a 
playable little number, but 
its appeal soon wanes 
due to the repetitive 
nature of the gameplay, 
and the slow response of 
your characters. In addi- 
tion, these awkward 
controls allow too many 
annoying grumbles to 
enter an already flawed 
game, ensuring that 
ESWAT is best left alone. 
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U.S. GOLD £24.95 



£ A massive disappointment, 
best to steer clear of this J 

GRAPHICS 
SOUND 
INSTABILITY 
PLAYABILITY 



63% 
70% 
56% 
69% 




Above and Lett: You are 
briefed on each crook 
before the level, but 
before you gel to meet 
them tor a face oft, you 
must make your way 
through thetr lair. 



Three felons must be 
apprehended to pass 
the Initiation test, and 
these range from a 
Karnov-style fire 
breather to a dangerous 
hostage situation. 



OVERALL 5 1 % 



WORLD CHAMWNSMP SOCCER 



• 



44:00 



0-2 





Whenever the action heads towards the goal, control is swapped 
over to the goalie - albeit normally too late! 



After a quiet spell, Elite 
return with another 
entrant to the footy 
genre. Converted from the 
MegaDrive, World 
Championship Soccer uses 
the usual overhead view to 
depict the action, and sports 
massive sprites similar to 
those in Activision's appalling 
Fighting Soccer - unfortu- 
nately, though. Elite's Soccer 
plays and looks every bit as 
badly as Activision's toady. 
The game opens with a menu 
system that allows you to 
choose which team you wish 



to guide to glory and who you 
want in your team. Each 
player and team has a num- 
ber of statistics relevant to 
certain skills, and these must 
be placed in order of prefer- 
ence to create a balanced 
team. Once selected, the 
game begins. 

As mentioned, the game 
uses an overhead view, and 
the match is played on an 
eight-way-scrolling pitch. You 
are given control over the 
player nearest the ball, and 
via a combination of the joy- 
stick's directional controls 
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Lett It's there! Afler giving 110% 
Costa Rica stun the crowd by 
putting a third past Brazil. 



SCREEN 



SCENE 




and the firebutton, a variety 
of shots and passes can be 
accessed. In theory, this sys- 
tem should make for a fast 
and playable game, but the 
controls over the players are 
so finicky and annoying that 
any speed is lost as soon as 
a player comes into contact 
with the ball. After being 
spoilt by Kick Off and its 
sequel, reverting to the primi- 
tive 'Super Glue' ball (ie: it 
sticks to your player's foot the 
moment he touches it), was a 
real nuisance. Similarly, 
another annoying fault is the 
goalie. Whenever the oppos- 
ing team makes a break for 
your goal, control doesn't 
swap to the goalie until it is 
too late, resulting in the other 



team scoring nearly every 
time. Needless to say, com- 
pared to Kick Off and most of 
the others in the genre, 
World Championship Soccer 
is non-league fodder, best left 
relegated to the software 
shop's shelves. 



ELITE £24.95 



£ Abysmal soccer action with 
absolutely nothing to save it j 

GRAPHICS 63% 

SOUND 56% 

INSTABILITY 43% 

PLAYABILITY 49% 



OVERALL 41% 



SELECT PLAYERS 




Belore the action 
begins you are 
ottered a choice of 
which team to guide 
lo victory. This also 
acts as a difficulty 
level, as leading the 
Arab Emirates to 
victory against the 
likes of Brazil Is far 
from easy. 

Each player has 
tour characteristics 
which should be 
balanced out 
amongst the team. 
Kicking, tackling, 
aggression, and 
shooting abilities 
are the skills on 
offer, and should be 
used wisely. 

A variety of kicks 
are on offer, ranging 
from passes to 
overhead shots, and 
all are accessed via 
the joystick and the 
firebutton, although 
it sounds simpler 
than it is! 






In the past, Chris Gray was responsible for what must rank as an 
all-time classic - the C64 version of Boulderdash. Since then, he 
has formed his own development house, Gray Matter, who con- 
sequently brought us Fiendish Freddys Big Top '0' Fun which took 
a number of 'events' and sported some of the best graphics ever to 
grace our beloved machines. And whilst we wait for news on a 
sequel to Freddy, Gray Matter and Mindscape attempt to bridge the 

gap with a 
motorbike 
sim which 
boasts 
practically 
everything a 
biker could 
want - 
except flies 
between the 
teeth. 

After 
skipping 
copious 
options 
which allow 

you to choose your bike and select your racing circumstances, you 
finally enter the actual game itself. Believe it or not, the Amiga 




hasn't seen a bike game since Super Hang-On, and plans for an 
Amiga conversion of Digital Integration's TT Racer seem to have 
fallen by the wayside. The Ultimate Ride looks and plays like 
Digital's 8-bit classic, but it haslo be said that it isn't without a few 
annoying gripes. For instance, whilst manual controls, such as gear 
changes are easily enough, controlling the bike itself is over-precise 
and far too responsive - in fact, I defy anyone who wants a burst of 
speed not to career straight off the road. Granted, this is true of the 
real thing, but I feel that the game should have made the bike 
slightly more controllable. 

To be honest, there's not a great deal to say about The Ultimate 
Ride. Bike fans should 
enjoy its authentic controls 
and attention to detail, but, 
as with most race games, 
it can get very tedious 
whizzing around the same 
tracks time after time. An 
attempt to relieve this 
comes in the form of a few 
humorous interludes but, 
overall, The Ultimate Ride 
is a passable race game 
that fails to capture the 
imagination. 



MINDSCAPE £24.95 


6 Routine bike game 


with 


a lew nice touches. 
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GRAPHICS 


68% 


SOUND 


70% 


INSTABILITY 


73% 


PLAYABILITY 


67% 


OVERALL 72% 
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HITCH HIKER'S GUIDE TO THE GALAXY 



M 



.seen the series have a slight 
advantage, especially in the 
early pan of the adventure, but 
the game makes sure (hat 
logic and imagination are 
rewarded - not just a good 
memory. It's a very humorous 
adventure, with all the characters 
from the books making an 
appearance. You play Arthur 
Dent as he travels the universe 
armed with a towel and the all- 
important Hitch Hiker's Guide 
to the Galaxy. Great to play while 
quaffing a couple of Pan Galactic 
Gargle Blasters! 



Infocom/ 
Mastertron 
Out now 



91% 



astertronic have recently 
re-released five Infocom 
classics at the to-good-ro- 
miss price of only £9.99. All the 
titles are text-based adventures 
(ie. no graphics), but arc worth a 
look all the same. The Hitch 
Hiker's game was written by 
Douglas Adams, author of the 
original series of books, and is 
definitely the best of the bunch. 
The plot follows the book quite 
closely at first with Arthur's 
home being demolished and the 
Vogon Construction Fleet blow- 
ing up the Earth to make way for 
a hypcrspatial bypass. However, 
later on, the game diverges wildly 
from the original novel and 
becomes increasingly bizarre, but 
great fun. 

Commands are simple and 
easy to pick up thanks to a user- 
rriendly parser. Pertinent 
information is given on the sur- 
rounding area and then it's up to 
you to key in questions and 
actions to interact with the envi- 
ronment. 

The lack of the Hint option 
(only available on the PC 
versions) may frustrate some peo- 
ple, but it docs stop the 
player from seeing too much - 
and ruining his or her 
enjoyment of the game. Those 
who have read the books or 



1 6-BIT HIT MACHINE 

Last year saw something of a revival for Sheffield -based Gremlin, 
and this compilation contains four of their best recent releases. 
Skidz is a one-player collect cm up with a BMX or skateboard- 
riding dude on a 'Keep Britain Tidy' campaign and is still as playable 
today as it was when released. Backing it up is Switchblade, Core's 
superb arcade adventure which is in the style of those ropey old Battle 
Of The Planets cartoons, but sports a massive and addictive game 
task. Rounding otF the compilation are Supercars and Axel's Magic 
Hammer. The former is probably the best Super Spring variant to hit 
the Amiga, whilst the second is a dull platform romp along the lines 
of Super Mario Bros. In all, a worthwhile compilation which contains 
a cross selection of playable - if not particularly brilliant - games, for 
a reasonable price 




Gremlin £24.99 Out now 85% 



Supercars and Skid/ - two ol the 
great games on Gremlin's new 
compilation. 





Money too tight to mention? Bank 
balance edging further into the 
red? Fear not! Value For Money 

takes a monthly look at cut-price 
budget and compilation games that 

won't burn a hole in your pocket. 



Your greatest challenge 
lies ahead and downwards. 



ZORK I 



T 



The best fantasy text adventure 
series gets a new lease ol lile 
thanks lo Virgin Mastertronic. 



his is the game that 
started it all: Zark is con- 
sidered the best fantasy 
text-adventure series ever, and 
with good reason. Set among the 
ruins of a past civilisation, the 
first major task is to locate the 
entrance to the caverns, which 
may cause problems for novices — 
but with exploration, and help 
from a little birdie, the under- 
ground passages should reveal 
themselves. 

The parser can cope with 
most requests, providing it recognises the syntax being used. For 
example, 'go down hole' won't work; 'go in hole' or simply 'down' are 
the requests the parser understands. A status line at the top of the 
screen shows the current location, score, and number of moves made. 
When asked, the game will give the player a rating - which can be 
quite humiliating! 

Although not too challenging, Zorlt is well-written and fun. mak- 
ing it a good choice for the less experienced adventurer. The lack of 
graphics might make some people wary of this game, but the text 
provides plenty of atmosphere - and the price makes it irresistible. 
Well worth I tenner if you like adventures - or fancy trying one. 

Infocom/Mastertronic £9.99 
Out now 86% 
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ACTION COMPILATION 



This compilation features 
four previous releases from 
the Accolade stable. 
4th dr Inches is (obviously) an 
American Football game, viewed 
from the side. Playing against the 
computer or a human opponent, 
offensive or defensive plays are 
selected, and require study to 
master - unless you know the dif- 
ference between a short hook and 
a mid dog! All the players have 
stats, showing their strengths and 
weaknesses. Field goals, punts, 
and sacks arc all represented, and 
the manual describes the best tac- 
tics for various situations. 
Unfortunately the tiny sprites and 
small pitch area destroys the sense 
ol atmosphere that's so crucial 
wiih this colourful sport. 

Grand Prix Circuit is a 
Formub I simulation, putting 
you literally in the driving scat. 
The level of realism can be set 
from rookie to professional, and 
even the cars arc selectable — 
Williams. Ferrari, and Mclaren 
arc all there. 

Choosing practice allows you 
to get the feel of the circuits 



MA 
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before attempting to qualify, 
Once this is achieved, it's on to 
the race proper: timer a single 
race or the entire season, com- 
prised of eight tracks. Pit stops are 
important when the damage indi- 
cator gets too high. Colliding 
with other cars is very likely, as 
they veer over the track like 
there's no tomorrow - luckilv the 
rear view mirrors help to avoid 
being knocked out of the run- 
ning. 

Grand Prix Circuit is easily the 
best game in the compilation. 

Fast Break, a basketball game, 
presents the player(s) with scout- 
ing reports and statistics ro help 
dlMMC team members. The bot- 
tom of the screen shows which 
team and player controls the ball, 
as well as the time and score. 
Dribbling is automatic when a 
player is in possession, and a ball 
can be passed by turning a player 
to face a teammate and pressing 
the fire button. Shooting is a 
more complicated process. Hold 
down the fire button to make the 
player jump up for a shot; release 
it to make the player place the 
ball in the basket. 

Only half the court is 
shown at a time, with a 
slow and clumsy switch 
taking place when the 
ball travels out of the 
atea. The sprites are 
primitive and the overall 
feel of the game is disap- 
pointing. 

Blue Angels is a flight 



simulator based on the famous 
American display team. This has 
its own manual, and needs it - it's 
quite involved. Options provide 
the player with various stunts to 
perform and practice sessions. 
The planes can be viewed from 
inside the cockpit, the ground, or 
in tracking mode and the cockpit 
display shows co-ordinates and 
radar layouts, and after the flight, 
statistics appear to show how 
accurately the path was followed. 

It's a very dry game with no 
real sense of excitement. This is a 
criticism of the compilation as a 
whole. Still, it's certainly value for 
money - Grand Prix Circuit alone 
is almost worth the asking price. 



Accolade £29.99 
Out now 77% 




Gel behind the wheel of a lop 
Formula 1 racing car and hil the 
accelerator In Grand Prix Circuit. 




Choose Irom a wide variety of 
plays to score a touchdown with 
4lh & Inches. 




He up your 
designer trainers 
and get lo grips 
with Fast Break, a 
basketball game 
that doesn'l live up 
lo its name. 



There's plenty ol 
red herrings In 
Wishbringer, which 
Iransports a town's 
poslie into a night- 
mare world ol 
trolls, piranhas, 
vultures and 
ghosts. You must 
find Ihe princess 
and the black cat 
to escape - but 
where are they? 
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WISHBRNGER 



WISHBRINGER 

Delivering the post is traditionally a risky business. 
Dogs, the weather, illegible addresses, and frisky 
housewives all conspire to prevent the humble postie from 
doing the job. Yet for the hero of Wishbringer (ie you). 



things really couldn't be worse; asked to deliver a letter 
to the Magick Shoppe on the top of the hill outside the 
town of Fcstcron. he (or she) soon becomes embroiled in a 
bizarre chain of events that turns the whole town into a 
fairy talc-inspired nightmare. The only way out is to 
rescue the Princess and the black cat before midnight! 
This is one of Infocom's introductory adventures and as 
such docs nor offer problems of any great difficulty, 
Beyond that, the story U told in a lively and colourful 
way, without resorting to bad jokes and silliness (a 
common fault of text adventures). The oihcr advantage of 
this game is the non-linear process; the game doesn'l lead 
you by the nose to a solution, and is crammed with red 
herrings - or should that be gold fish? The change in the 
town is handled well, subtly warping the nature and form of the 
inhabitants. 

For sheer fun this has to be one of Infocom's best, 
allowing a neophyte to wander around exploring the 
surroundings. So in some ways it's best to mess around fot 
a couple of hours before restarting and playing for real. 

Highly recommended as a first text adventure. 

Infocom/Mastertronic £9.99 
Out now 88% 
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Sequels will be bursting out all 
over your monitor this year. And - 
as John Cook and Mike Pattenden 
found out - it's a trend which will 
be echoed in the coin slot market 




TRAILS... 



I f you thought you'd seen it 
I and done it all in the 
I arcades, you'd probably be 
right. When the technology 
fails to break new ground 
then watch out for the 
rehashed ideas and the fol- 
low ups. London's ATEI Show 
had them out in full force. 

Past glories were repeated 
in the shape of Race Drivin', 
Atari's Hard Drivin' sequel (a 
good excuse to sell more 
consoles by linking them); 
GP Rider, Sega's answer to 
Taito's WGP and. of course 
the full gamut of Operation 
Wolf clones: Space Gun 
(from Taito itself), and Steel 
Gunner, a futuristic slant on 
the theme from Namco with 
the added interest factor of a 
3-D laser effect through the 
plastic sight on the gun. 




Konami's Overdrive digs 
even further Into the past by 
being an Out Run clone. 

If that doesn't sound like 
more than enough repetition, 
how about the return of 
Space Invaders? Sure 
enough the little green men 
are trotting back and forth 
across screens once again in 
Super Space Invaders '91. 
Naturally enough the graph- 
ics have been updated and 
so has the idea (bonuses 
tumble down Arkanoid-style 
and the invaders transform 
level on level), but there's no 
getting away from the fact 
that it's a desparate measure, 
even if you can enjoy a cer- 
tain nostalgia by giving it a 
quick burst. 

The bizarrely named Cliff 
Hanger - Edward Randy 
finds Data East reviving the 
Indy clone (bearded explorer 
with bull whip) yet manages 
to be tough and challenging 
with some of the best drawn 



Experience the thrills and 
spills o( being caught in a 
tumble dryer. Come out leeling 
like liquidized mince moat 



Splat! Wallop! Two muscle' 
bound opponents punch 
cachother out in Capcom's 
latest gung-ho beat 'em up, 
Street Fighter Z... 



graphics around. It has a par- 
ticularly good first level that 
finds the hero leaping across 
stationary flying boats in 
heavy seas pursued by sol- 
diers. 

G-Loc Air Battle also 
updates an old idea, or at least 
pretends to. In cabinet form it 
amounts to little more than 
Afterburner with a respray. 
That is, until you step inside a 



contraption known as R360 
which features the SDMS 
(Servo Drive Moving System to 
you). You may well remember 
Galaxy Force which took 
Afterburner and rehoused it in 
a space age cabinet, and this 
is much the same, a gyro- 
scopic console which has to be 
experienced to be believed. 
The danger signs outside hint 
at the shaking you are about to 



Taito's new version ot Space Invaders got a lot ot publicity at ATEI. 
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Look out! A horrible, two-toed monster is trying to push in the queue tor the Space Gun machine. . . 



undergo. The machine is con- 
stantly attended and anyone 
with a heart problem, high or 
low blood pressure, and men- 
tal or physical disabilitiesis 
disbarred from participating in 
its dubious joys. You'd better 
empty your pockets and go 
before lunch too, because 
you're likely to end up spend- 
ing a good deal of your time 
upside down. 

The sequels are to be 
expected, but two at least 
provide some of the more 
entertaining gaming to be 
found at this year's show. 
Double Dragon III - The 
Rosetta Stone pitches the 
duo into another around the 
world punch up, as does 
Street Fighter II, Capcom's 
follow-up to the pressure pad 



beat'em up. Big characters 
and nice animation make it 
an enjoyable slug out. 

If only the same could be 
said of Atari's Pit Fighter. 
Arcade manufacturers have 
flirted with digitised graphics 
before, but never has a game 
been created entirely from 
them. The setting is sugges- 
tive of illegal bare 
knuckle/feet fighting, but the 
characters move so badly 
that the reality is completely 
destroyed. 

Digitised graphics are 
used to better effect in 
Williams' promising American 
Football game High Impact. 
The gameplay offers nothing 
new with multi-player action 
in offense and defense' and 
an array of tactical options. 



The digitised images are 
used to show refereeing deci- 
sions. Williams scored highly 
too with an ice hockey game 
called Hit The Ice which 
combined the same multi- 
player console with some 
neat graphics and furious 
gameplay. 

It wasn't all as jaded as it 
sounds. The ATEI did promise 
a few positive ways to waste 
your money. Ramparts for one, 
an extremely simple, rather 
unappealing looking multi- 
player game from the people 
who brought you 720. 
Paperboy and Cyberball The 
graphics are suggestive . of 
strategy wargaming, but 
arcade fans shouldn't break 
into a sweat it turns into a very 
simple but highly entertaining 





Left: Golfing Greats- Improve your 
golt swing Irom the comfort of your 
own arcade. Right: a digitised Image 
of the tcf's decision from High 
Impact. He ain't got no body odours. 




shoot'em up in which you have 
to fortify your castle and bom- 
bard everyone else's. 

Finally one which should 
be in the arcades by the time 
you read this. Air Inferno a 
3-D polygon filled flight simu- 
lator which for once does not 
ask you to inflict wholesale 
destruction in the skies. It's a 
helicopter game in which you 
have to pilot a chopper to a 
variety of fires (skyscraper, 
boat) and put out the flames, 
or rescue people from a vol- 
canic island as it's engulfed in 
lava. It was the only thing that 
really offered any real excite- 
ment (if I don't count having 
my pint of lager centrifuged 
inside me by the R360). 



TOP GAMES 
AT THE SHOW 



MAD DOG 
MCCREE - ATARI 

Laser Discs are back, this 
time with a six shooter 
attached. Shoot it out with the 
villains back in the Wild West 
in this surprisingly well 
designed game, which could 
have been just another mow 
'em down, but delivers more. 
Folks were queuing up to 
play this video action shooter, 
so it could be a winner - but 
don't expect it to make an 
appearance on the 

Amiga but how about a 

CDTV version, eh? 

RAD MOBILE - 
SEGA 

Every time a Sega game 
comes out, I say there is no 
more that can be done with 
sprites. Then they bring out 
something better. Technically 
unsurpassed, this 20 stage 
driving game which has you 
trucking across the USA 
delivers superb graphics, 
although initial testing sug- 
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A BIT ON THE SIDE 

8 Thorold Place, Kirk Sandall, Doncaster DN3 1NU. 
Telephone*. (0302) 887332 SS^dSwohouidair) 




F 






y 




We are devoted entirely to the AMIGA computer, although we have only been In business 
for a few months, we can offer you the following: 

• Now over 1,400 members 

• Nearly 800 top quality Public Domain titles In stock for the Amiga 

• Only £1.75 per disk 

• No membership fees 

• No hidden costs 

• Only branded double-sided, double-density disks used in duplication 

• Our price includes first-class postage and packaging 

. otL^'iar— , prfces as fC/ows: Offer A £2.50: Offer B £10.00. AM toose prfces ,nc,u<e 
overseas package and postage. Please send money with order (sterling) 




Manv Deorjle have been frightened off from PUBLIC DOMAIN software over the years, hearing such things as . . .'It's 
[S^^^tuM^ NOT TRUE. Most PUBLIC DOMAIN software is .written by very ta ented people 
throughout England and abroad. They put their talents in the library because they, for exam P^^ 
eSeol marketing their product, but. because they want their product to be ^^"^^X^M 
no financial eain to themselves. Others hope that their talents will be seen and recognised by a software I 
wHI in ^ (many people who have put products into the PUBLIC DOMAIN now work for software 

h0 Ser common mistake heard is "All PUBLIC DOMAIN has got a virus of, it" .It ta ia very rare thing [toljja 
virus on PD these days, if any slip the net. most Hbranes of any repute wil make : sure .^^i 1 ^ , fcf r /r o arhic 
PUBLIC DOMAIN software contains ANIMATIONS.MUSIC. GAMES, ARTSHOWS, UTILITIES and MUSIC/GRAPHIC 
DEMOS. DISKMAGS can also be found within the realms of PUBLIC DOMAIN. 



We have the following joining offers: 
OFFER A: CATALOGUE DISK + FREE MEMBERSHIP 



PRICE £1.75 



OFFER B: DISCS CONTAINING GAMES, UTILITIES, MUSIC, MUSIC/GRAPHIC DEMOS * CATALOGUE 
DISK + FREE MEMBERSHIP ...ALLS DISKS «"« 



N.B. We have noticed a large upsurge of heavy pornographic mater *'^ Jj! 
public domain. We do of course have adult titles but only the glamour pics type. If you want the 
stronger material, please try elsewhere. 



T/ wuldttkiZjQto your PUBLIC DOMAIN LIBRARY and I would like offer. 

I A □ B □ Please tick the appropriate box. 
Please print the following information clearly: 



| MR/MRS/MISS: 

Address: ••••• 

I 



I 

I 

Postcode: Tel No: 1 " ' | 

I Please make all cheques/ postal orders payable to: A BIT ON THE SIDE, and send to: 

^DEPT CU1, A Bit on the side, 8 Thorold Pjace.JUrk Sandalh Doncaster DW3 1NU — — — — — — — mibmJ 



Age (if under 18) 




gests it might lack in the 
gameplay department. A cert 
for conversion. 

CYCLE WARRIORS - 
JALECO 

Forget the weird vigilante 
scenario, this 4 player driv- 
ing/beat 'em up has 
distinctive graphics and a 
sound implementation that is 
certain to make it popular in 
the arcades this year. Not as 



hot as Cisco Heat, but 

enough to consolidate 
Jaleco's recently acquired, 
well earned reputation. 

KING OF THE 
MONSTERS - 
SNK NEO GEO 

The Neo Geo continues to 
get better and better, as more 
games are released for this 
machine - King of the , 
Monsters having all the ele- 



ments of a classic; good 
payability, effective imple- 
mentation and humour. OK, 
so it's a beat-em up. but with 
two monsters slugging it out 
and trashing a major urban 
conurbation at the same time, 
include me in! A must for 
home format conversion. 

HIGH IMPACT - 
WILLIAMS 

Fresh from award winning 



Laser discs make a 
return with Atari's 
Mad Dog McRee, and 
the punters at AT El 
were more than eager 
to get their mitts on 
the controls ot this 
sharp shooting son 
of a gun 

Smash TV and the excellent 
hockey game, Hit the Ice. 
now Williams bring us the 
best American Football game 
on coin-op, High Impact. 
With four player capability 
and heavy use ot digitised 
graphics, this is a winner all 
the way to the End Zone. 
Please, somebody convert 
this if you can - it's great! 

STREET FIGHTER II 
- CAPCOM 

Street Fighter was a major, 
major hit for Capcom, so the 
temptation to make a follow- 
up was irresistible. Stylish 
graphics and a mind boggling 
control system should ensure 
a bright future for it, and joy- 
stick manufacturers that can 
knock out a robust eight-way 
stick with six (count 'em!) fire 
buttons. 

GOLFING GREATS - 
KONAMI 

There have been a lot of golf 
PCB games about in the last 
six months or so, some good, 
some not so good. Now 
Konami comes up with the 
best of the lot. Wildly impres- 
sive hardware sprite 
manipulation and a great feel 

to it if you're into golf, you 

have to play this game. Nice 
one Konami. 




This town ain't big enough for the both of us. If SNK's King of the 
monsters is going to fight, it might as well destroy the town as well. 



Roam the Streets of Tokyo as one of Jaleco's cycle warriors. Create 
mayhem on your souped-up machine in this action-packed, rip roarer. 
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Above: A mining station is essential (or build- 
ing up valuable fuel and mineral supplies. 
Right Your scientists will develop a nuclear 
drive (or your (leet of battleships. 





Armed with a cup of industrial strength coffee and a couple of match- 
sticks to keep his eyes open, Dan Slingsby has been playing Virgin 

Mastertronic's strategy game, Supremacy, until the early hours. Here's 
his essential tips for thumping the stuffing out of the mighty Rorn. 



Judging by the stacks of mail we've 
received from readers, Supremacy 
has caused much nashing of teeth 
and burning of midnight oil. Rorn, the 
fourth and most powerful despot in the 
game, has continued to conquer all- 
comers. He's a cunning old dog, but he 
can be beaten. 

There are two ways to approach the 
game. Either go for broke and launch an 
attack as soon as you've commissioned 
some troops, and hope to catch Rorn 
with an inadequate force, or bide your 
time and build up an invincible army and 
secure economy. The first option is sui- 
cidal and doomed to failure unless you 
can marshal your forces in record time. 
The second option's much safer and 
means you can enjoy more of the 




You've got stacks of cash, a bountiful supply 
of food and minerals, and a stable population- 
Things are looking up. 



game's random events such as comets 
crashing into planets and a nuclear 
drive being fitted to your battle ships. In 
fact, this last development is essential to 
mount an effective campaign as it 
means you don't have to generate large 
amounts of fuel to reach the 
Enemybase. It also negates the need 
tor a half-way refuelling point or getting 
your first three battleships stuck on 
Rorn's planet because they haven't got 
enough fuel to take off again. If that was 
to happen, it'd be the end of the game. 

At the start of the game, purchase a 
solar satellite and launch it into orbit. 
This will generate essential energy 
reserves to power the mining station 
and food processing plant, both of 
which should be next on your shopping 
list. Crew them up and set them to work 
on the planet's surface. Before too long 
you'll be reaping the benefits of 
increased food, minerals and fuel. The 
latter two will be essential in the future, 
as goods must be bought with a combi- 
nation of hard cash, fuel and minerals. 

Relax the tax rate so that the popula- 
tion on Starbase can expand at a faster 
rate. Next, set about training your army. 
Ignore Rorn's threats - he's not going to 
be able to attack for a while as he's too 
busy building up his own forces. Don't 
forget that troops don't pay taxes, so 
you'll lose money by drafting in civilians. 
Conversely, they don't eat food either 
(or so it says in the manual!). Train as 
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Not much is known about Rorn. He rules his 
planetary system with a rod of iron, and li 
Immensely strong and cunning. 

many as possible and don't equip them 
until they've reached 5-star General sta- 
tus. Don't skimp on equipment, buy the 
best, even if this is excrutiatingly expen- 
sive. It's going to take time building up 
an experienced army, but there's lots to 
do in the meantime. 

Start colonising the solar system. Buy 
a planet formatter and send it off trans- 
forming barren worlds into metropolitan, 
volcanic or food planets. Don't just send 
the formatter to the nearest planet. Use 
the spy icon to get info on a planet's 
diameter - the smaller the diameter the 
taster the world can be formatted. This'll 
save you invaluable time as some plan- 
ets can take a few days to format, 
others more than a month. Save the 
game just before the planet-type is 
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revealed. It you're lumbered with a 
planet you don't need, merely load up 
the saved game and try again. Planet 
formatting is entirely random, so 
repeat this process until you get the 
planet you want. 

A good combination would be one 
metropolitan planet to generate the 
cash to buy troops and equipment, a 
volcanic world to generate fuel and a 
food planet to help teed the thriving 
planets of your system. You'll also 




need a cargo ship to ferry the goods 
between them. Keep formatting other 
planets as the more you've got the 
more planets Rom will have to con- 
quer. He's a stubborn old goat, and 
will want to take over the entire system 
before he'll attack your Starbase. 
This'll give you valuable breathing 
space while you build up your pla- 
toons. Send a few troops to guard 
your essential bases - after a while 
Rorn will go on the offensive, but he 
rarely attacks in numbers so three or 
four platoons should see him off. Once 
he's attacked a planet and been 
repulsed he'll keep attacking until he's 
taken it. so your other planets can 
prosper. Don't forget to keep track of 
how many troops you have left and 
send reinforcements on a regular 
basis. 

If you find yourself running short of 
funds, there's a useful cheat to get 
more dosh. Click onto the information 
screen and wait for the population fig- 
ures to increase, then wack up the tax 
rate to 1 00 per cent. As soon as your 
credits increase, take the tax rate back 
down to zero. You've only got a few 
seconds in which to do this, but it'll 
mean you can tax people at 1 00 per 
cent and have an increasing popula- 
tion. 

Once you've built up large cash 
reserves, say about 3,000,000 credits, 
and a population on Starbase of about 
15,000, withdraw the remaining troops 
on your other planet and decommis- 
sion them. Draft more civilians into 
your army, and train them up. This'll 



WIN 



take a little while, but don't panic. Rorn 
will want to polish off your remaining 
outposts. When all are fully trained, buy 
or fly back to Starbase the six battle 
ships you'll need to send all your troops 
to the Enemybase. At this late stage in 
the game, your scientists will have fitted 
a nuclear drive so you can reach Rorn's 
base in one hop. Don't worry about 
leaving your base unprotected - Rorn 
will be so worried about your approach- 
ing fleet that he'll try and rally his forces 
and recall his troops. You probably won't 
win the first battle as he's had time to 
prepare, but you will inflict a mortal 
blow. When you've been wiped out, 
draft in more civilians, retrain and re- 
equip them and send another force. 
This time you'll really kick ass and 
slaughter his troops. 




It's almost over. Rorn's troops have been wiped 
out by eighteen platoons ol your crack troops. 
The scent ot victory Is In the air. 





RANDOM ACCESS... 



During the game, random messages appear. Many 
are of Immediate benefit, such as the development 
of a new drill tip to increase mining output or a 
micro-porous valve system that can be fitted to all 
spacecraft and uses half the amount of fuel of pre- 
vious drives. Others are less helpful, such as a 
major fracture in a methane storage tank (suffo- 
cates all your civilians on one world) or a nuclear 
explosion (renders a planet uninhabitable for a mil- 
lenium). Some might seem helpful at first, but can 
cause severe problems later on. One such message 
informs you of a new fertility drug which, in fact, 
yields a much higher rate of death. Usually a ram- 
pant population can be held in check with a tax 
rate of 40 per cent. However, with the new drug 
you'll need a tax rate of 51 per cent. Later in the 
game the drug is found to be fatal, and the birth 
rate goes back to normal. If you don't lower the tax 
rate back to normal levels, you'll find your civilians 
start leaving in droves. 



I wouldn't want to clean this mess up 



ENQUIRIES 



NIGHTBREED 

Could somebody help me with this 
game? Wherever I go I get killed. If I go 
to Midian I am killed by beasts. If I go to 
the graveyard I can run away from 
Pelaquin, but then I am captured. If I 
look around the graveyard I am shot by 
Police. If anybody has got any cheats or 
advice they would be appreciated. 

Stephen Waterhouso, G1 

THE SPY WHO LOVED ME 

I keep getting stuck on the part where 
you go underwater in the car. Has any- 
one got a cheat for infinite armour? 

Shami Choudary G2 

MOON WALKER 

I played Moon Walker but I cannot get 
the last piece of clothing on the left side 
of the screen, where you start from. 
Can someone help please? 

K.R. Woehrie. G3 

DRAKKHEN 

In the Ice Lands there's a castle which 
cannot be entered. To the north of the 
castle there's an igloo where a man tells 
me that the castle has been destroyed 
and the Prince has been kidnapped by 
his sister who has taken him to her cas- 
tle. The man then says that the castle is 
to the north. I could do with some help 
to tell me exactly where it is. 

Peter Bowles. G4 

BACK TO THE FUTURE 2 

I recently purchased the new Mirrorsoft 
game Back to the Future 2. Does any- 
one have a cheat for infinite lives? 

Tom Rye, G5 



INTERCEPTOR 

I hope you live up to your name as I 
desperately need assistance. I've been 
stuck on mission 4 on Interceptor. How 
do you deploy the rescue pod? I think 
this is a great game but being stuck on 
the same mission gets very tedious. 
Someone out there please help me or 
I'll go AWOL. On Interphase, I can clear 



the first level, but how do you get on the 
second? The girl stops at the turntable 
and says she doesn't know which way 
to go. How do I tell her, or indicate the 
right direction? 

Richard Munden. G6 

GREMLINS 2 

It's a fair game, but I can only get up to 
stage two. Has anyone got a cheat for 
infinite lives or one that will allow me to 
skip a level? 

Jean Simmons. G7 

LOMBARD RAC RALLY 

This is an excellent game, but getting 
money is quite difficult especially when 
you run out of time on the races. Has 
anyone a cheat for infinite time/money? 
Can anybody help me - please!? 

Colin Mower, G8 

PERSIAN GULF INFERNO 

Has anyone got a poke for this game as 
I've been playing it for months and not 
got anywhere? 

Justin Brunt, G9 

GHOSTBUSTERS 2 

I'm so rubbish at Ghost Busters 2. 
Please send a cheat or something like 
that. 

Darren PicKersgill. G10 

WIZBALL 

I am totally useless at this game, so a 
cheat for infinite lives would be good. 

Paul Baker, G11 

JAWS 

Can someone please help me in this 
game? I have been playing it for weeks 
and I can't find the weapon to kill Jaws. 
I would really appreciate it if you gave 
me a cheat, hint, etc. 

Randy Savage, G12 

F29 RETALIATOR 

Can someone tell me a cheat so that I 
can't be shot down? I'm always being 
shot down by planes. 

T. Skogstad, G13 

MIDNIGHT RESISTANCE 

Please could someone help me? I'm 
really stumped on this game. I can get 



to the second level boss but it keeps 
killing me. Could someone send me a 
cheat for infinite lives? 
Graham Dixon, G14 

TREASURE ISLAND DIZZY 

I am very stuck on this game because I 
can't buy the petrol on the second island 
for the boat. If anyone has a map or 
knows how to solve the above puzzle 
then please send it to Helpline. 
Mark Orsmond, G15 

EVERYTHING BUT THE 
KITCHEN SINK 

Now that I have your attention I have a 
stack of games I need help with. First, 
F-19 Interceptor. How do you get past 
mission 6? Also appreciated would be 
cheats for Shadow of the Beast 2, 
Galaxy Force, POW, Platoon, Road 
Raider, Black Tiger, Flimbos, Shadow 
Warriors, Unreal. Sly Spy, Thunder Fox, 
Robo Cop II, Renegade, Ninja Turtles. 
P.S. Keep up the good work! 

Ben Sayer. G16 

TIME MACHINE 

I've been trying to beat Time Machine 
for a long time. I cannot find a way to 
get onto the 5th level. I am not sure 
what to do with the boulder in the mud 
or how to stop the cannon. Could you 
please help me solve this game with a 
cheat or information? 

Simon Lane, G17 

POLICE QUEST 2 

I need help! I have just bought Police 
Quest 2 and have played it non-stop for 
the past couple of days. However. I 
have come to an area in Cotton Cove 
where Bains jumps out from behind a 
bush and shoots me! Does anyone 
know a good place to stand ? Thanks 
matey! 

Ryan Porter, G18 

TEENAGE MUTANT NINJA 
TURTLES 

Help! I have progressed to level 5 
(Shredder's base). I have all my Turtles 
with full energy, each with an extra 
weapon but every time I venture down a 
manhole I get killed by the rolling fire- 
breathers or the spike-firing hedgehogs. 
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Can anyone tell me which manhole is 
the one to go down to reach the end of 
the level? 

Anne Henderson. G19 

FUTURE WARS 

Please can somebody tell me how to 
get out of jail in the Crughon ship? I've 
tried everything. I've a lance, key. docu- 
ments and a blow torch. 

Frank Reimering. G20 

LEGEND OF FAERGHAIL 

Whal is the answer to the Stone 
Elemental's question? I've been given a 
clue by a creature in the eleven pyramid 
- 'Only Gene, Corona and Staff make 
the key to the mountain' - but I still can't 
get anywhere. 

Fiona Bissetl. G21 

NEW ZEALAND STORY 

I have been having huge problems with 
this game. I can get into the whale (level 
4) but can never kill it. I have had this 
game since 1989, so any help would be 
gratefully received. 
Susan O'Donneli. G22 

LEISURE SUIT LARRY 3 

When I have finished Larry it says: 
'What a shame you didn't 'sleuth' more 
when you had your divorce'. It also 
says: 'You wonder now why you ignored 
Chip 'n' Dale on your way to the 
bamboo forest'. Please can you help me 
decipher this? 
Thomas Moller. G23 

UNINVITED 

Can somebody send in a map of the 
garden maze in Uninvited as I am sure 
the blothney gem is at its centre? 

Allan Ullman, G24 

PLAYER MANAGER 

Helpl Anyone got a cheat for Player 
Manager"? By the time I've got to the 
2nd Division via the 4th, I've got no 
money for new players at the end of the 
season. Also, when you play your own 
tactics, i.e. 3-2-2-3, will this appear as a 
tactical formation when selecting your 
team and during the fast game? 

Sandy Ayers. G25 

TURRICAN 

Could someone please tell me how to 
finish or get out of level 5-1 . 1 have killed 
everything on that level, and have 
explored everywhere but I cannot find a 
way out to the next level. Is there a way 
out? Also, is there a cheat to skip a level 
or for infinite lives? 

Mike Flavell. G26 



RESPONSES 



MENACE (Dl) 

Type in 'XR3ITURBONUTTERBAS- 
TARD' and you will get infinite energy as 
well as topping up your cannons and 
lasers. The only problem with this is that 
you have to type in the above text every 
level. 

Manx Orsmond. Southampton. 

STAR TREK (C 12) 

There is no easy way to score hits with 
photon torpedoes. You must set the tar- 
get (the same way as with phasers) to 
where you think the enemy craft will be 
when the torpedoes get there. 
I think you'll find that the left arrow 
moves you right, the right arrow moves 
you left, the down arrow moves you up 
off the ground and the up arrow moves 
you forward. Once you get close to the 
bay doors, they will open and you'll be 
able to see a black rectangle area. Fly 
through this (not the wall). You must 
keep your shuttle centered. Note: Once 
you press right or left, you keep turning 
until you counteract it. 
Jonathan Sears. Kent 

POLICE QUEST (CI 7) 

The combination on the locker is on the 
back of your business card. Your gun is 
inside the locker and you need to get in 
some shooting practice and adjust the 
sights of your gun before you go to 
Cotton Cove. 

David McGuite, Brighton. 

INTERCEPTOR (D12) 

When the game has loaded you will be 
shown credits. Now take the disk from 
the drive and put the tab on write pro- 
tect. Press the key on the missions 
menu for selectable missions and you 



WIN 



can do any of the missions by pressing 
F1-F5 without doing the 'Qualification 
required' rpission. 
Mark Quinllvan, Clwyd. 

SHADOW OF THE BEAST 
(D10) 

For infinite energy, hold down the fire 
button and the left mouse button on the 
reflections screen, and keep them down 
until it tells you to change disks. 
Stephen Waterhouse. London, 

DIZZY (D5) 

As soon as the game starts type I CAN 
FLY, stand on the edge of the beach 
then jump right. Fly across the water 
until you see the top of a mast sticking 
out of the water. Push up and see what 
happens. 

Rory Game, Hull. 

BATMAN (D 14, D4) 

In your letter you said you have tried the 
J, A, and M key cheat. You don't say 
whether you hammer the M key continu- 
ously until the picture distorts, about ten 
times. This should give you infinite lives. 

Adam Oakley. Sheffield. 

NEBULUS (C7) 

On the title screen type 'HEL- 
LOIAMJMP'. You will have infinite 
energy, and you can advance levels by 
pressing the F keys. 
Andrew Parkes. Dudley 

IKARI WARRIORS (CI 8) 

For infinite energy type FREERIDE in 
the high score table 
Andrew Parkes, Dudley. 

Jonathan Hill. Sheffield. 



HOW TO USE THE HELPLINE 

IT'S EASY. Just send in your letter, marking your envelope with the appropriate code 
number if you are sending a response or mark it Enquiry' if you need some help. Post 
your letters to: Play to Win Helpline, CU, Priory Court, 30-32 Farringdon Lane, London 
EC1R 3AU. If you are making an enquiry include a few lines explaining why you need a 
poke, cheat, help etc. 

If you are replying to any of these enquiries, don't forget to mark your tetter with the 
reference code for the person you are responding to. If you send in more than one enquiry, 
please put each one on a separate sheet of paper. If you send in a response but have 
an enquiry too include them on separate sheets. That way we can file everything in neat 
alphabetical order. 
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Once again, Keith 
Campbell makes 
his monthly trip 
from the land of 
adventure and 
RPGs and prepares 
to help a few lost 
souls. . . . 



INTERACTION 



This is where you write interesting or 
controversial things about adventures 
or the Adventure Helpline, and I 
respond with my own opinion! Or I may 
even come up with an answer to a prob- 
lem or two that's bothering you ... So 
get writing! 



Please can you help a man who is about 
to go into hospital with a nervous break- 
down? I have had Police Quest 2 tor three 
months and am about to give it the boot 
(the same as I've already done to the kids 
and the Mrs.) I've tried to find the scuba 
diving certificate - is there one and where 
can I find it? The second problem is I can't 
find Marie's phone number. 

Please rescue a deeply distressed CU 
readerl I think the Helpline and letters are 
great - keep up the good work! 

Paul Taylor 
Newcross, London 



Keith's response: Just sit down at your 
desk and open the drawer. In it you will 
find a note from Marie, and your wallet. 
Search the wallet and you will discover it 
contains the diving certificate. As for that 
phone number, dial 0 and ask the operator 
for Marie's number. There - dead simple, 
wasn't it?! Oh, and while you've got the 
phone in your hand, why not ring the wife 
and kids and invite them back home? 

CU's original long-running adventure 
column was entitled Into the Valley. It was 
started off by John Ransley, and I took 
over where he left off. Not long ago the 



title was changed to Fantasy Zone, but 
recently it seems to have got mixed up 
with Helpline and Play To Win. What's in 
a name? Quite a lot of strong feeling by 
the sound of it! Read on! 

The debate about Fantasy Zone/into 
The Valley has been going on for some 
time now, and in the latest issue every- 
thing has been moved to the Helpline (too 
bad). But I hope this is only for a very short 
time. So here's what I have to say about 
FZ/ITV - I liked Into The Valley best for 
three reasons: 

1 . Many adventures are not fantasy at ail. 

2 . Fantasy Zone sounds much more com- 
mercial than Into The Valley. 

3. A complicated reason. I enjoy adven- 
tures with graphics most probably 
because I want to see what things look 
like behind the locked door etc. I've 
always thought of adventures as explor- 
ing, and a valley is an exploring kind of 
place (at least in my mind) so they fit 
together. Besides, in The Valley there can 
be places such as Lost Wages, 
Nontoonyt, Daventry, Llewdor, and Lytton 
etc. In Fantasy Zone, Daventry and 
Llewdor can exist, but not Lytton and Lost 
Wages! 

Morten Brattbakk 
Steinkjer, Norway 



Keith's response: A simple answer is 
that all games are fantasies as opposed 
to realities, and CU Amiga is a commercial 
product! But of course, things are never 
really that simple! Personally, I thought 
Into The Valley was a more imaginative 
title for a oolumn covering games of the 
imagination. We hope to maintain the 
identity of the column by calling it 
Adventure Helpline in future, but in the 
end it's the content that counts. I always 
try to maintain the interest for adventure 
and RPG enthusiasts, whatever the 
name. If you have any suggestions about 
what you would like to see in it, now's your 
chance! Write and let me know! 

And here's a problem answered: 
When in the Hotel Delphoria in Police 
Quest, the bartender Woody asks you to 
get rid of Sweet Cheeks. But how do I do 
it? I have tried and tried, but can't get any- 

where. P'^pg^ 7 

Andrew Wells 
lllord, Essex. 



Keith's response: It's so simple you'll 
kick yourself! Dial 0 and ask for a taxi! 

Your Interaction is welcomed! Write to me 
at Adventure Helpline, CU Amiga. Priory 
Court, 30-32 Farringdon Lane. London 
EC1R3AU 
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SHOPPING FOR 

THE GOLD RUSH 

There's gold in California, and Morten has 
a long journey ahead of him. What should 
he pack - an orange or insect repellent 
perhaps? 

I am unable to buy all the items in the 
Brooklyn shop in Gold Rush. When I've 
bought some items the man behind the 
counter just says 'Sorry, but our accounts 
are now even'. What does that mean? It 
doesn't help if I have a lot of money in the 
bank or with me. Should I buy different 
things according to which route I choose? 
If so, what things? 



Morten Brattbakk 
Steinkjer. Norway 




A GREAT DEAL AT STAKE 

Trying to get a stake and a vampire in the 
same place at the same time is becoming 
a nightmare problem! 

I've been told to kill the vampire in the 
crypt in Personal Nightmare. I need to get 
the stake, and to take that the gardener 
must leave, but he doesn't leave until so 
late at night that Michael Williams is no 
longer in the crypt! I've tried to kill him in 
the street, but the response is You can't 
go around doing that to people'. So does 
anyone have a suggestion on how to 
crash the car without killing the vampire 
first? And how do I cross the hole in the 
floor Inside the manor? 



Morten Brattbakk 
Steinkjer. Norway 

INCENSED ABOUT 

THE ELEMENTS 

How do you capture a fire without getting 
your fingers burnt? Asbestos gloves are 
not in Torje's inventory . . 
I have a problem trying to capture the fire 
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A GIANT PROBLEM 

How do you get into the ogre's house in King's Quest IV? 
According to E.Cascola of Mitcham, Surrey, it's more a ques- 
tion of when than how ... 

Here is a quick reply to Daniel Menendez' letter about 
entering the ogre's house and the trap door. The door to the 
ogre's house and the trap door will both open at the right 
ve got three full watersklns time during the game. If the ogre's door is closed then you 

if I try to lure it out of the may have missed some item, or you may still have some 

ne until I die. Every time I tasks to complete. 



elemental in Quest For Glory II. I' 
and six pouches of incense, but 
desert it always keeps burning r 
walk up into the alleyway I run out of incense and can't use 
a new pouch before I get back into the Plaza. If I try to use 
water on the elemental, the game tells me that I must lead 
the elemental further into the alleyway, Can someone help 
me, please? 

Tone Mjaaland 
Sandnes. Norway 



LUNCHTIME FOR PIRANHAS 

Ben is contemplating an escape route that leads to certain 
death. Should he (a) stay locked up forever or (b) feed the 

fishes? ''-^CvSi 1 . 

At the moment I am having a bit of trouble with Operation 
Stealth. My problem is at Doctor Why's hideout, where I am 
locked up in a cage above a pool of Piranhas. I can open the 
cage using my ink squirting pen but from there I can get no 
further and keep dying. Can anybody help me? 

9en Longil\ 

Sydney, Australia \ 



OUTPUT 



HIGH FINANCE BY STEALTH 

Jamie Meecham wanted to buy a carnation and a bracelet, 
but when we last heard from him, the crooks had stolen all 
his cash. Morten Brattbakk from Steinkjer in Norway comes 
up with the solution to this problem in Operation Stealth: 

The money is found in the American passport. Change it 
in the bank, buy a carnation, and change the rest BEFORE 
the crooks take you to the mine. You now have the coins to 
buy the bracelet. 

A PINCH FOR A PIPE 

AND A MASK FOR A RAT 

Torje Mjaaland of Sandnes in Norway knows the answer 
to Tom Skehan's problem with Manhunter 2 that appeared 
in the December issue. Tom was in Day 2, and thought 
he needed a mask. He wanted to know how to deal with 
the shopkeeper, and what to do with the pipe, 

To get a mask you must wait until day three. Then go 
lo Ghirardelli Square and get the rat's paw. When you get 
to the shop, give the paw to the shopkeeper and you'll get 
to play his game (Find where the ace is). Win three times 
in a row and the shopkeeper will then let you choose 
between a flashlight and a lantern. Ignore them, play 
again, and this time choose the left rat mask. You should 
then fill the pipe with four pinches of number two from the 
left and you will see a vision of a young lady turning into 
a monster. Take the statue from the old man. 



HOW TO USE THE 
ADVENTURE HELPLINE 

Write to me, Keith Campbell, at 
Adventure Helpline, CU Amiga, Priory 
Court, 30-32 Farringdon Lane, London 
EC1R 3AU, with your problems and any 
useful hints you can give in response 
to those readers languishing in these 
pages! Make sure you include your full 
name and address, and I will do my 
best to get back to you personally. 



DIAL-A-CHEAT-UNE 




for cheats, tips, pokes and 
secrets on all computer and 
console games, ring now on 



0898 10 1234 

Messages updated weekly 
Live Adventure Helpline: 

0898 338 933 

7 days a week 12 noon to midnight 

PRIZES FOR BEST CHEATS, TIPS, ETC. 

Send to: PO Box 54, Southwest Manchester M15 4LY 

Proprietor: Jacqueline Wright. 
Please ask permission of the person who pays the bill, 
calls charged at 33p per min 'Cheap Rate' 44p per min 
at all other times. 
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Above: The dwarf In Ihe corner needs to be 
pacified with the magic dust. 
Below: Plant the spores in the dirt. 




room to avoid Ihe slime. 

12 Drop the rock. The slime will reveal the 
next gem. 

13 Enter the room with the three circles. 
Place a gem on the right-hand side of the 
top circle and one on the bottom left of the 
centre circle. The final gem should be placed 
at the centre of the bottom circle. 

LEVEL 3 

1 Go down the bottom ladder and open the 
chest. Collect the gold and the fireball spell. 

2 Kill the troll with the fireball and search him 
to find the troll knife. The goblin runs off and 
opens the door. 

3 Climb up again and go down the ladder al 
the top of the screen. 

4 Kill the goblin, who is really a troll, with the 
fireball. Search him and collect the Protean 
Ring. 

5 Go down the ladder and wear the ring. You 



10 Go through the right hand door and use 
the Troll bombs to paralyse the trolls. Collect 
the potion and drink it. 

11 Go to the final room and kill the troll. 

12 Enter the flame when it turns purple and 
drop the gem to teleport across the chasm. 

13 Climb down the ladder. 

LEVEL, 4 

1 Defend against the troll. Dunric's servant 
will kill him. 

2 Talk to Dunric's servant. He will give you a 
magic carpet and warn you not to set foot in 
the next two rooms. 

3 Enter the next room and use the magic 
carpet. Avoid the burners and collect the ring 
from the bottom left corner. The ring is 
wrapped in a woman's garment. Quickly fly 
to the door and exit. Using the magic carpet 
again, fly to the next door and exit. 

4 Sleep on the hay. 



It's one against many in a quest for 
justice. Wielding a mighty blade and 
a couple of maps is Roy Springett 
and his Immortal solution. 




LEVEL 1 

Follow the guide in the manual. 
LEVEL 2 

1 Collect the gem and sword from the pile of 
bones. Avoid the slime. 

2 Buy some oil from the man in the corner - 
he will only charge you 60 gold pieces if you 
visit twice. 

3 Charm the will-o-wlsps to follow you. 

4 Collect the rock in the corner. 

5 In the next room charm the will-o-wisps 
again to kill the goblins. Search them to find 
the magic dust. 

6 Enter the room and kill the two goblins. 

7 Plant the spores in the dirt and leave the 
room. 

8 Go back into the room and speak to the 
goblin king. 

9 Give him the water to receive these 
instructions; 3 jewels, right, left and centre. 

10 Go back and throw the magic dust over 
the irritable man to receive a gem. 

11 Put the oil on to your boots in the next 



are now disguised as a goblin. 

6 Pass the goblin guard and open the chest. 
Collect the gold and the troll bombs. 

7 Go back to the first room, go through the 
door and speak to the goblin king who warns 
you about the trolls, 

8 Climb the ladder and collect the gem. 
Follow the path in the diagram and climb 
down the ladder. 

9 Throw the troll knife to distract the trolls. 




5 Go down the ladder. You can kill the trolls 
or avoid them. Go down the next ladder. 

6 Give Ana her father's ring and she'll give 
you another ring and instructions on com- 
pleting the level. 

7 Go down the ladder and walk clockwise 
around the triangle three times. Go down the 
ladder to complete the level. 

LEVEL 5 

1 Talk to the goblin and collect the egg. 

2 Talk to the goblin leader to learn about the 
water monster. 

3- Go through the bottom door and buy the 
potion from the merchant. 

4 Go through the door and find the crack in 
the wall. Drink the potion then go through. 

5 Avoid the trolls and get to the chest. 
Collect the water, note, fireballs and worm 
sensor. Read the instructions about the path- 
way. 

6 Drink the water to relieve the poison. 

7 Avoid the trolls and go through the door. 

8 Read the note. 
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9 Shoot the flying lizard with the fireball spell 
and collect the key from its corpse. 

10 Go through the door - there's nothing 
down the ladder. 

11 Activate the worm sensor and follow the 
path shown on the diagram. 

12 Go through the door and the egg will 
hatch. 

13 Avoid the stime and place the bait in the 
centre of the triangle. The lizard will land in 
the triangle and reveal a ladder. 

14 Go down the ladder and sleep. 

15 Go down the ladder to complete the level. 

LEVEL 6 

1 Crawl through the tunnel without the spi- 
der. 

2 Kill the spider. Attack after it has spun its 
web and is standing on all eight legs. 

3 Go down the ladder, collect the alcohol. 

4 Pour the alcohol on the chest then open it. 



Collect the gold and the levitation spell. 
Read the note about the cobwebs and the 
eggs. 

5 Go down the ladder and activate the levita- 
tion spell. Quickly float to the end of the 
corridor and climb the ladder. 

6 Sleep, then go down the ladder to com- 
plete the level. 

LEVEL 7 

1 Kill the troll. 

2 Talk to Dunric and give him his ring. In return 
he will give you three spells, body statues, 
magnetic hands and sonic protection. 

3 Climb the ladder and kill Mordamir's ser- 
vant. 

4 Sleep. 

5 Go down the ladder and climb onto 
the barrel. 

6 Sail close to the water 
monster. Try to get him 



Right: Use this map when you reach room eight on level 3. If you tall 
into a pit push the joystick backwards and torwBrds in a steady rhythm 
as this enables the wizard to swing out and continue his quest. 



WIN 



to follow you to the whirlpool. Enter the pool. 
You'll be revived by a goblin. 

LEVEL 8 

1 After talking to the goblin, open the chest 
and collect the gold, blink spell and fire pro- 
tection. 

2 Climb down the ladder and walk to the 

centre of the room. 






In room 11 on level live activate the worm 
sensor and follow the route on this map. 
You cannot afford to stray from the path, so 
negotiate the room In stages by moving 
forwards a bit at a time. Rotate the wizard 
each time you need to change direction. 
Complete the room like this rather 
than charging In head first and 
gelling killed 
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Fall through the trap door. 

3 When you land on the rock activate the 
blink spell. Avoid the fire six times with the 
same spell. 

4 The dragon will try to blow out another fire- 
ball without any success. When he tries to 
breath a second fireball activate the 'protec- 
tion from fire' spell. 

5 Hold the amulet up to the tight but do not 
read the runes. The wizard will then appear. 

6 Use the body statue spell to protect you 
from the wizard's lightening bolts. 

7 On the fourth bolt activate the sonic pro- 
tection spell. 

8 Use the two remaining body statue spells 
to protect you from the lightening bolt and 
flying monster. 

9 After reading the wizards message quickly 
use the magnetic hands spell to get hold 

of the amulet. The dragon will then kill 
the wizard. 
10 Ana throws you a rope and climbs 
down. 

11 Climb the rope and read the final message. 
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Far left: A heav- 
ily fortified town 
such as this one 
will be well-pre- 
pared for war. 
Left: Play 
against the com- 
puter or a friend. 





The people of Ropmmer put up little resistance 
when your troops attack. 

Taking the upper left world on the 
map as Land One, the one 
beneath that as Land Two and the 
third one down as Land Three, the 
fourth land is two along and three down. 
OK? Here's a walk-through guide to the 
first four lands. 

LAND ONE 

Attack Ropmmer passively. Retire. 

LAND TWO 

Attack Britlitte passively. 

Get men and food. 

Attack Heacidm passively. 

Get men and food {kill a couple of 

sheep here). 

Invent aggressively, this gives you a 
cannon. 

Invent neutrally, this gives you swords. 

Attack Brinnier passively. 

Retire. 

LAND THREE 

Your army is equipped with bows from 
the start. 

Attack Emeen passively. 
Get men and food. 

Because of the sheer number of red 
men on the map. the best gameplan is 
to wipe out Joss XVIII, therefore pre- 
venting the remaining armies from 
receiving any more orders. 

Once this has been done, it's a mat- 
ter of conquering passive villages until 
you have enough men to defeat the 



Need a helping hand with Electronic Arts' 
tale of Dynastic feuding? Here with some 
hints and tips are the programmers, Bullfrog. 



GENERAL HINTS 

Kill all of the sheep. They are a good 
source of food and keep your troops 
happy. 

Invent only when strictly necessary. 
Invention is an integral part of the game, 
but don't spend loo much time creating 
funny toys while the opposition may be 
building up. 

Don't waste time! Your enemies will 
not sit back and wait; they are dynamic 
and cunning. 

Watch your food levels. There is noth- 
ing worse than having your army leave 
you mid-battle because they are hungry. 



defeated, get men, food and run away 
as the red army will appear and chase 
you. 

Find somewhere to recuperate. 
When the red army catches up with 
you attack them for all it's worth. 
Mop up any deserters. 

When the scales look balanced in 
your favour, retire. 

Ok. that's the guide to the first 4 
LANDS, although it serves as a good 
guide for the later levels, too. 
Remember. As you progress, refrain 
from conquering every village and town 
straight away. Try spying, trading and 
forming allegiances instead. 



: » ; 1 1 > • i £.« f f 




It's winter and your soldiers dig In. The small 
village nearby will be easily taken. 

capital. Don't forget to keep enough 
food to sustain your men. 

Attack the capital. 
Retire. 

LAND FOUR 

Attack Beeme passively. 

Get food and men and kill all of the 
sheep in the area.Attack Feboy. Licem 
and Emggs passively, remembering to 
get food and men at each. 

As soon as Emggs has been 



A small settlement nestles at the base ot a hill. 
It you want to have the element of surprise, 
attack trom above or from behind the hill. 
Remember that the enemy Is constantly build- 
ing up his forces - don't delay, wage war today! 
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NEW VERSION III SOFTWARE 



SCANNING COULDN'T BE 
SIMPLER... 



NEW FEATURES... IFF Buffer Save 1600 x 1024 pixels, 
dual buffer and scan matching for 1 Meg users, view 
Buffer and NEW Interlace version of software. Full 
keyboard control of most functions. Includes hard disk 
transfer to run under Workbench. 

• Unmaichcd range of edit/capture facilities and keyboard 
control simply not offered by other scanners at this 
unbeatable price. 

• An easy to handle Handy Scanner i--.it mil!,, 105 mm 
scanning width and 400 dpi resolution enables you to scan 
graphics and text into your Amiga. 

• Adjustable switches Tar brightness/contrast levels. 

• Powerful partner for DTP that allows for cut and paste 
editing of Images etc. 

• Geniscan gives you the ability to easily scan Images, text 
and graphics and even offers 200Upi Dual Scan Mode. 

• Save Images in suitable format for most leading packages 
including PHOTON PAINT, DELUXE PAINT, etc. 



ONL 

£149.99 

COMPLETE 
HARDWARE/SOFTWARE 



• Package includes GS4500 scanner. Interface, 
Power Pack and Scan Edit 111 software. 



_ liScari 

GS 4500 

COMES WITH 
FREE 
PHOTON PAINT 

• Comes complete with Photon 
Paint Illustrator Software. 

• Huge range of features. 

• Top selling graphics package. 




... NOW A TRUE 
OPTICAL MOUSE! 
FOR THE AMIGA 



goldenIMAGE 



• YES A FULL FEATURE OPTICAL MOUSE FOR YOUR 
AMIGA ■ THAT MEANS NO MOVING PARTS! 

• Incorporating full optical tracking and counting no ball 
so no problems with clogging, slipping, etc. 

• High couni output for very fine movement. 

• Two buiton microswltch action. 

• Direct replacement for all Amigas. 

• Comes complete with special "Optical Pad". 

• Superbly styled - 

supers™* ."".pc complete ONLY £39.99 



• Moulded to fit the hand, 
perfectly ergonomlc design. 

• Comes complete with 
moulded 9 pin connector. 

• Supplied with FREE 
mouse holder. 

• No more to buy!! 





HOW TO GE T YOUR ORDE R FAST... 
TELEPHONE (24 Hrs) - CREDIT CARD ORDERS 



™,,„ WE WllL °*SPATCM YOUH OROEfl QUICKLY A EFFICIENTLY TO ENABLE YOU TO START RECEIVING THE BENEFIT'S OF YOUR PIIBCMa W wfTMiu n«v« i-i-it weet 

KHl5B *" D bUBJtC ' TO C**" 0 * WITHOUT NOTICE. CALLERS WELCOME ■ PImm im'vc good* by t>l«Won« prior to vlU. ALL CHEQUES POSTAL ORDERS HADE PAYABLE TO 

DATWL ELBClHOfllCS' LTD., 

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND 
TELEPHONE SALES ONLY 0782 744707 FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324 



SCAN 2 





IGA PRO SAMPLER STUDIO II 
+ DATEL JAMMER 



• New design hardware now plugs into expansion socket of A500 
completely freeing the parallel port- • Surface mount technology, twin 
A/D converters for realtime stereo sampling. • Extensive niters for 
extremely clean and nolsc-free sampling. • Through bus allows 
existing add ons, e.g. hard drive. • The NEW Sampler II software has 
been complelely re-wrltien In LOOM Machine Code and Incorporates faster 
ron lines, bigger displays and many new editing features such as Cut, 
Copy, Insert, Replace, Mix. Erase, etc. • Separate zoom windows and 
controls for left and right channels. • Multi-bank facilities for 1 Meg 
users. • Stereo lock control. • Adjustable trig record level and 
sound monitor. • Separate buffer for editing waveforms and improved 
wave-editor with Instant update. • Save files In Raw or single, multi- 
octave IFF format. • Envelope control panel for ramping up and down 
re-scale amplitude, noise filter and scan waveform. # On screen 
display of filenames sample rate, length, etc. • Inputs for microphone 
or line I /4" Jack and DIN connections at rear of unit. 



NOW ONLY £69.99 



COMPLETE (A500) 



INTERNAL 2000 VERSION ALSO AVAILABLE 




NEW LOW PRICE 

ONLY £69.99 

IF NEXT DAY COURIER DELIVERY IS 
REQUIRED THEN PLEASE ADD CS 



CUMANA CAX 
354 3.5" DISK 
DRIVE 



• legendary Cumana quality now at an 
even lower price! 

• Throughport allows daisy- chaining 
other drives. 

• A full I meg unformatted capacity 
(B80K formatled). 

• Good lengih cable provided for 
convenient positioning on your desk etc. 

• High precision head positioning. 

• On/Off swllch. 

• Extremely quiet click free operation. 




NEW MINI SAMPLER 




ONLY £24.99 

COMPLETE PLEASE STATE 
A500/1 000/2O00 



• A top quality 8 bit mono 
sampler complete with 

Pro Sampler and 
Jammer software. 

• Also compatible with most 
olher PD Sampler software. 

• Inputs for microphone or 
tine 3.5mm jack and din 
connections. 

• Utilises latest surface 
mounl technology and 
incorporates all the features 
found on bigger, more 
expensive samplers. 

• Easy to use - Just plug In 
and start sampling! 



0 If you can obtain your own Ram chips, we 
can supply the card. 

• Accepts 16 .1 41256 D Rams. 

• Available with/wilhoul clock option. 

• Switch disable feature. 

NOW ONLY €14.99 
NOW ONLY £19.99 

FOR VERSION WITH CLOCK/CALENDAR 
N.B. THESE PRICES DO HOT INCLUDE RAM 
CHIPS. 



REPLACEMENT MOUSE 




• High quality direct replacement for mouse on 
all Amlgas. 

• Teflon glides for smoother movement. 

• Rubber coated ball for minimum slip. 

• Optical system counting - 500/ mm. 

Special offer • FREE Mouse Mel • Mouse 
House (worth C7.99) 

NOW ONLY £24.99 complete 



MIDIMASTER 




• Full Midi Interface for 
A500/ 1000/2000 (please state model). 

• Midi In 3 x Midi Out plus Midi Thru. 

• Compatible with all leading Midi packages (In 
D/ Music). 

• Fully Opto Isolated. 

NOW ONLY £29.99 

INC. 2 FREE MIDI CABLES 




BOOT BLOCKER 



• NOW YOU CAN END YOUR VIRUS PROBLEMS! 

• Protects both Internal and all external drives from 
virus damage. 

• Switch to enable/disable protec tion. 

• Plugs into Amiga Disk Drive PorL 

• Works to with all known Boot Block Viruses. 



ONLY £14.99 



MICROMIDI 



• Fully compatible Midi 
Interface for A500/2000. 

• MIDI In • MIDI Out - MIDI 
Thru. 

• Fully Opto isolated. 
NOW ONLY £19.99 



ami; io 



NEW WORLD OF POWER 



THE ANSWER 
TO YOUR 
DISK 
DUPLICATION 
PROBLEMS 





FOR ONLY 

£34.99 



'PC VERSION C69.00 



AVAILABLE FOR 
AMIGA 

• ST 

• PC COMPATIBLES 



THE 






■ m IS HERE! 

. SYNCRO EXPRESS IS A HIGH SPEED D.SK DUPL.CATIOM SYSTEM THAT WILL PRODUCE COP.ES OF YOUR D.SK 
IN AROUND 50 SECONDS!! 

• Syncro Express requires a second drive ft works by controlling it as a slave device ft ignoring the compu.er disk 
drive controller chip whereby high speeds & great data accuracy are ach.eved. 

• Menu driven selection for Start Track/End Track - up to 80 tracks. \ side, 2 sides. 

nn ..o Q r LnowiPrinP " Also duplftales other formats such as IBM. MAC etc. 

• Very simple lo use, requires no user knowledge. MIJ>U uup 



Ideal for clubs, user groups or just lor your own disks. 
Probably the only duplication system you will ever need! 



No more waiting around lor your disks lo copy. 



HIP TECHNOLOG 



By using an on-board Custom LSI Chip. Syncro Express has the power to transfer an 

MFM image ol the original disk directly to your blank disk - quickly simply and yV 

without any user knowledge. One external disV drive" .s required tor AMIGA ST. 

SYNCRO EXPRESS IS AVAILABLE FOR THE ST/AMIGA/PC SYSTEM 

STATE WHICH REQUIRED WHEN ORDERING 



WARNING 1988 COPYRIGHT ACT WARNING 

Dm) Ebewnw W- nmm condones nor Autorlm in. u» el n p«» o" 

cnpyf <jtrt malon* 

n "nSino r>*£cop«*. evm to. your 0-n u». ol woynght nwHoM. -JiSoul lt» «q»M 
parmucn ol B* ccoyrqia iww or mo icenc«« w«C 



"If you don't have a second drive we can supply 
SYNCRO EXPRESS together with a driv 

ONLY £104.99 (AMIGA) 
£119.99 (ST 




HOW TO GET YOUR S"/pC%0 cX'pl?cS"S" 



WE WHL DESPATCH VOOB ( 



tpi F PHONE (24 Hrsl - [3TISIISIB - CREDIT CARD ORDERS 

o£*d& tFFSnS To 'nab" •««» « BENEFITS OF VOUR PURCHASE WTTH.N PAYS, MOT «EK S 

ORDERS NORUftl* DESPAICHiD MQ»« « #UL CKO^ntWJSTAL ORDERS MADE PAYABLE TO- 

GOVAN rW FENToff*INDUSTRIAL "TATE, FENTON STOKE^TRENT. ST4 2RS, ENGLAND 

TECHNIC AUCUSTOllBMEB VICE 07O2 744*8^ J^^C^ 



VISA 



THE WORLD S MOST POWERFUL F 



■ ■ "j 
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AM I G ABACTION REPLAY SIMPLY PLUGS INTO THE 
EXPANSION PORT OF YOUR AMIGA ANEfcGIVES YOU THE 
POWER TO FREEZE MOST ANY PROGRAM 

JUST LOOK AT THE UNMATCHED RANGE OF FEATURES 



SAVE THE ENTIRE PROGRAM IN MEMORY 
Special compacting techniques enable up lo 3 programs to fit on one 
disk. Now saves directly to disk as Amiga Dos - reloads independently 
ol the cartridge • even transfer to hard drive! Works with up to 2 Megs 
ot Ram - even 1 Meg Chip Mem (Fatter Agnus). 

UNIQUE INFINITE LIFE/TRAINER MODE • NOW MORE POWERFUL 
Allows you to generate more and even infinite lives, fuel, ammo, etc. 
Perfect as a trainer mode to get you past that "impossible" level. Very 
easy to use. 

IMPROVED SPRITE EDITOR 
The full Sprite Editor allows you to view/modify the whole sprite set 
including any attached sprites. RANGE OF IMPROVED FEATURES. 

• VIRUS DETECTION 

Comprehensive virus detection and removal features to protect your 
software investment. Works with all presently known viruses. 

• SAVE PICTURES AND MUSIC TO DISK 

Pictures and sound samples can be saved to disk. Files are saved 
directly IFF format suitable for use with all the major graphic and 
music packages. Samples are displayed as screen waveform. 

SLOW MOTION MODE 
Now you can slow down the action to your own pace. Easily 
adjustable from full speed to 20° o speed. Ideal to help you through the 
tricky parts! 

RESTART THE PROGRAM 
Simply press a key and the program will continue where you left oft 



■ FULL STATUS REPORTING 

At the press of a key now you can view the Machine Status, 
including Fast Ram, Chip Ram, RamDisk, Drive Status, etc. 

POWERFUL PICTURE EDITOR 
Now you can manipulate and search tor screens throughout 
memory. .Over 50 commands to edit the picture plus unique on 
screen status "overlay" shows all the information you could ever 
need to work on screens. No other product comes close to offering 
such dynamic screen handling of frozen programs'! 
| MUSIC SOUND TRACKER 

With Sound Tracker you can find the complete music in programs , 
demos, etc. and save them to disk. Saves in format suitable for 
most track player programs. Works with loads of programs!! 




L FREEZER-UTILITY CART RID 



I BETTER!! 



STILL ON 




£5 

p< 



9.99 



POST FREE 
FOR THE A500/1000 

A2000 VERSION 
AVAILABLE 

£69.99 

PLEASE STATE WHICH COMPUTER 
YOU HAVE WHEN ORDERING 



THE 



NEW MK If VERSION is here 



NOW WITH A MASSIVE 128K OPERATING SYSTEM IN ROM OFFERING 

EVEN MORE COMMANDS... 



AUTOFIRE MANAGER 
from the Action Replay II preference screen you can now set up 
autoflre Irom 0 lo 100' Just imagine continuous fire power? 
Joystick 1 and 2 are set separately for that extra advantage! 

DISKCODER 

With the new "Diskcoder" option you can now tag' your disks with a 
unique code that will prevent the disk from being loaded by anyone 
else. Tagged* disks will only reload when you enter the code. 
Very useful for security. 
PREFERENCES 

Action Replay II now has screen colour preferences with menu 
setup. Customise your screens to suit your taste. Very simple to 



DISK MONITOR 
Invaluable disk monitor • displays disk information in easy to 
understand format. Full modify/save options. 

DOS COMMANDS 
Now you have a selection of DOS commands available at all times - 
DIR. FORMAT. COPY. DEVICE, etc. 
• DISK COPY 

Disk Copy at the press of a button - taster than Dos Copy. No need 
to load Workbench - available at all times. 

BOOT SELECTOR 
Either DFO or DF1 can be selected as the boot drive when working 
with Amiga Dos disks. Very useful to be able to boot from your 
external drive. 



MORE FEATUREStfNCLUDING 80 COLUMN DISPLAY AND 2 WAY SCROLLING... 

Full M68000 Assembler Disassembler I Full screen editor • Load Save block Write String to memory 

• Jump to specific address Show Ram as text Show frozen picture Play resident sample 

• Show and edit all CPU registers and flag Calculator • Help command Full search feature 

Unique Custom Chip Editor allows you to see and modify all chip registers - even write only registers! • Notepad 
Disk handling - show actual track. Disk Sync, pattern etc. Dynamic Breakpoint handling 

• Show memory as HEX. ASCII. Assembler. Decimal Copper Assemble Disassemble - now with suffix names 
REMEMBER AT ALL TIMES YOU ARE INTERROGATING THE PROGRAM IN IT'S 

FROZEN" STATE WITH ALL MEMORY AND REGISTERS INTACT 
INVALUABLE FOR DE-BUGGING 
OR JUST THE INQUISITIVE! 




0782 744707 



PURCHASE YYTTWIN DAYS. NOT WEEKS 
MADE PAYABLE . 



TELEPHONE (24 Hrs) - 

WE WILL DESPATCH ¥0UR ORDER (WKKLY * EFFICIENTLY TO EN*B| £ YOU TO ?T#H (*EC1 

ORDERS NORMALLY DESPATCHED W HJN *a Mr». ALL PRICES ■Hj^gJ^Ttf^EWPTt POSTAL 

GOVAN ROAD, FENTGN INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND 
" v *J-^*TECHNICAL/CUSTOBER SERVICE 0782 744324 



- CREDIT CARD ORDERS 

vrsA 



GRAPHICS DIY 

In the last of Bullfrog s 2001 demo tutorials, the Guilford-based develop- 
ment house tell you how to make valuable memory savings and give 
some useful hints on tarting up your final demo. 




COMPLETING YOUR 
ANIMATION 

Now we come to the most 
painful part ot animation cre- 
ation. It's time we edited our 
sections of animation 
together. If, like me. you are 
suffering from memory and 
timing problems, be prepared 
to make some heart breaking 
cuts in your demo. 

If you have attempted the 
CU Demo competition and 
strayed massively over the 
100K restriction, don't lose 
heart. Remember, the whole 
point of this exercise is to 
improve your skills of anima- 
tion and design. Without the 
benefit ot memory saving 
coding, the original memory 
allocated by CU Amiga is a 
little on the small side (sorry 

guys!). 

When editing, don't go 
overboard with the cuts. Ask 



yourself within each 
sequence, what can this 
piece do without? Does it 
really matter, when all things 
are considered, it that bird 
circles, lands, pulls a worm 
out of the ground and rushes 
off to feed its family? 

WISE SAVING 

Before I leave this depressing 
subject, here are a few mem- 
ory saving tips... 

1 ) Keep your background 
screens to a bare minimum. 
Don't worry about having a 
huge variety of different back- 
drops to create a mood when 
a single carefully designed 
one will suffice. 

2) Don't make your ani- 
mated sprites too big. Small, 
well animated sprites can do 
the job just as well. If your 
sprites are too large, you 
have to pick up your 



sequence of sprites as an 
animated brush and then 
reduce the sprite size with 
the minus key. 

3) Reduce the number of 
animated frames. This is a 
'taste to test' option. The 
amount ot frames you should 
use, along with the frame 
rate, is really down to the 
taste of the individual artist, 
so experiment. Keep plenty 
of back-up files as this will 
take quite a few attempts 
before you find exactly what 
you want. Remember, if you 
have reduced the frame 
count significantly, then the 
frame rate may need some 
alteration. 

4) Reduce the screen 
size. This is a fairly drastic 
measure, but if memory is a 
real problem, then remove up 
to 16 lines from each edge of 
the screen. Maybe add a 
decorative border to fill out 



the screen area. If you do 
add a border, keep it the 
same through out the 
sequence to save even more 
memory. 

5) Finally, and this should 
be used as a final resort only, 
drop down from 32 to 16 
colours. This will lower the 
graphic quality of your demo 
somewhat, but save you up 
to 1 /5 of the overall memory 
usage. 

FINISHING 
TOUCHES 

OK. back to the article. At this 
point you may be feeling that 
your demo needs a little more 
impact. Now that you can see 
your demo rather than just 
visualise it. you might think it 
needs some incidental 'nice 
touches' to reinforce the 
imagery. These special 
effects tend to use very little 
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One way lo save memory Is to cut down on the number of animation frames in the demo. Cutting out an Interme- 
diate frame may or may not affect the visual appeal of the demo, so experiment until you've got the required 
effect If you reduce the frame count dramatically you may need to adjust the frame rate. 



extra memory and as in your 
favourite computer games 
these nice graphical touches 
are what make the product 
special. 

In my demo. I used a cou- 
ple of old favourite incidental 
animations in the opening 
scene. Although they are 
quite cliched, they do set the 
scene and project the 
required mood. Birds are cir- 
cling for their prey around the 
tops of the mountains and in 
the distance there is the 
occasional flash of thunder 
and lightning caused by the 
humidity. 

Because I ran into memory 
problems myself, I was fortu- 
nate enough to have what we 
In the trade call a 'happy 
accident'. By trying to cut 
back on memory, I ended up 
improving one of the 
sequences. The spinning 
bone sequence in its original 



form was extremely memory 
expensive. As I mentioned in 
a previous issue the spinning 
bone involves a large sprite 
rotating until it eventually 
explodes. By changing the 
viewpoint of the bone to 
underneath it, I then reduced 
the size of the bone brush 
frame by frame until the bone 
disappeared. As well as sav- 
ing a vast amount of memory, 
it actually gave a better visual 
impression of the bone travel- 
ling upwards. Remember, 
nobody's perfect. We all 
make mistakes during games 
programming. If it was possi- 
ble to accurately allocate the 
memory tor the graphics and 
the programming at the story- 
board stage, it wouldn't take 
half as long to produce. 

During the spinning mono- 
lith sequence. I created a 
parallax effect with the 
starfield. This is a relatively 



simple programming routine, 
but when you have to hand 
draw each star's movement, 
it can take a tediously long 
time. Also in this sequence, I. 
showed the heat increase 
caused by friction on re-entry 
to the Earth's atmosphere. 
This helps to create realism. 

There you have it, every- 
thing (hopefully) you need to 
know to create your own ani- 
mation. Remember, the only 
limits are your own imagina- 
tion. Everyone here at 
Bullfrog are keen to see how 
your demos turn out. If you 
feel your work is of a high 
enough standard to work 
professionally as a graphic 
artist within this industry, 
please contact Peter 
Molyneux on 0483 579399. 

• Wexr issue we'll tell you 
where to send your com- 
pleted demos and what 
super prizes we've lined up. 



If memory Is a real problem, 
reduce the number of lines from 
each edge of the screen and 
replace them with a decorative 
border. You might have noticed 
this effect on a number of soft- 
ware games. Obviously, the 
softcos concerned were having 
exactly (he same problems as you! 
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This month we have the essential guide to Public Domain, your 
chance to win a hundred free PD disks, plus the usual round up 

of all the latest shareware releases. 






The aptly-named 
Silly Animations 
Disk 1 trom Virus 
Free (1077) is 
quirky and cute. 
Fans ot Bart 
Simpson will Ihnll 
to the sight of the 
young thug picking 
his nose. 




out tor the hand drawn glow- 
ing red dragon and also (he 
40-a-day green monster - a 
great deterrent lor smoKing Also worth looking at Is the tribute to the late, great 
Andy Warhol in the wondertui Coca-cola graphics. 



SUPPLIERS' GUIDE 

Virus Free PD: 23 Elborough Street, Swindon, SN2 2LS. 

A Bit On The Side: 8 Thorald Place. Kirk Sandall. Doncaster. 

The Deeper Domain. 128 Portland Crescent, Stanmore, 
Middlesex, HA71NA. 

NBS: 132 Gunville Road. Newport, Isle 01 Wight, P030 5LH. 

Seventeen Bit: PO Box 97, Wakefield, WF1 1XX. 

Recoil PD: 10 Down Side, Epsom, Surrey, KT18 5EX. 
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DEMO OF 
THE MONTH 



Treasure Search Irom APD 2 Is an amusing 
game to hunt lor the ill-gotten gains ol pirates. 
Make calculated guesses as to where the trea- 
sure Is hidden. It you are wrong, an authentic 
pirate voice lells you. 'There's no treasure here, 

shipmate'. 





It pictures ot toilets send you wild with 
desire, then Passion Slides II Irom 
Virus Free (disk 1021) has to be seen 
to be believed. Passion Slides II is an 
interesting Wend of palatable electronic 
music and Images. Also notable is the 
hammer and sickle motll. Keep the 
red llag flying. Comrades 1 





TITLE: Stealthy Manoeuvres 
AUTHOR: N/a 
SUPPLIER: Virus Free 
INFO: 1 disk only, extra mem- 
ory required. 

Chaos Rock from Brazzle Atkins is 
one of the most original and refreshing 
offerings of the month. Just turn the 
lights low and relax to the atmospheric 
music and hypnotic images. Atkins 
has created fascinating patterns with 
D Paint III and Aegis Sonix. Be 
warned. Watch this disc and you will 
go into a psychedelic time warp! 



A tribute to the classic demo, The Juggler, The Magician was created by Michael Klein using Sculpt 3-D 
and Animate 3-D. An extremely inventive and clever animation. The magician (uggles three silver bails 
This action is perfectly captured in the mirror behind him. There is attention lo detail m every pari ol the 
screen. The shadowing on this ray-traced extravaganza is perfectly executed 
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AMAZING VALUE BRANDED PD FOR ONLY 99p 

(TDK, Dyson etc) 

POSTAL PD, 10 Strawberry Lane, Blackfordby, 
Burton-on-Trent, Staffordshire. Tel: 0283 212744 

* All our PD comes on quality Branded Disks. ^ ^ pD Djsk wj|h evefy 2 Sets 0rdered 

TDK, Dyson etc. 



POSTAL 




PUBLIC DOMAIN DISKS 



... SET: SID16, HD UTILS. EASY 
BACKUP PASSWORD. VIEW 80^ ^ ^ 

ADVENTURE RACK: HOLY GRAIL- GOLDEN 
F FECE. CASTLE OF DOOM. RETURN TO 
EARTH. WORLD, COLOSSAL WORLD 
ADVENTUREWRITER * DMtKS C4 .85 

GAMES COLLECTION 1: BLIZZARD CHINA 
CHALLENGE. MOONBASE. DRJR ESCAPE 
FROM JOVI, PARANOID S DISKS C4-95 

CLASSIC GAMES COLLECTION: RACMAN. 
SRACE INVADERS. SLOT CARS, 
FLASCHEIBER. MISSION COMMAND^ ^ ^ 

PUZZLES PACK: PUZZLE PRO. WORD 
SEARCH 2 DISKS C1.BH 

CARD A BOARD GAMES PACK: CLUEOO, 
CRIBBAGE. MONOPOLY, MASTERMIND 

4 DISKS 1 3.9 b 

BEGINNERS SET: CLI TUTORIAL QUICK 
COPY. VIRUSX, D1RMASTER 73.0^ 

CHILDRENS SET: TRAINSET, BUSY BEE & 
TREE FROG ANIMS. 2 DISKS CtOB 

ARTISTS SET: DBW RAY TRACE. ARENpER 
5? CURT DELUXE DRAW SHOW FPRJNT II 
FILTER PIX, GRAPHICS UTILS S DISKS £4.93 



CLIP ART & FONTS PACK 1 : CUP ART. (FOR 
R^ESETTER^FANCYFONTaPjJ^ER 
FONTS. IMAGE LAB V22 S DISKS £4.95 
UTILITIES tiCHET SOLACE DISK - 26 UTILS 
DISKM ASTER V3.0, OARKST/ " 



UTILITIES 2: OPTI UTILS t UP & RUNNING 
WHATEVER NEXT, RASTAN UTILS JOjSK . » 3 5 
DISK LABEL PRINTER S DISKS C4.95 

UTILITIES 3: DlSKMAPPER S OTHERS. MS 
DOS & ST LISTER. PRINTER DRIVER 
GENERATOR V2-3. MY MENU. SYSCHEKJ3FC 
MULTI TASKING COPIER 8 DISKS 14.95 

OFMO SET 1: JUGGETTE. JUGGLER. 
UN CYCLE. ROGER DEAN SLIDE SHOW 
CRYPTOBURNERS 8 DISKS £4.95 

DEMO SET 2: ANARCHY AWESOME 
PREVIEW. HYPNOSIS, COOL FRIDGE 
CRYPTOBURNERS 2 8 DISKS £4.93 

ANIMATION COLLECTION: A BRIDGE, THE 
RUN. PUGS IN SPACE. START REK 
MANOEUVRES. AGATRON # 14 a0|SKlfAOT 

BUSINESS COLLECTION: RIM RELATIONAL 
DATABASE. ANALYTICALC FOR 
ANALYSIS + SPREADSHEET WORD 
PROCESSOR, 4 MORE DATABASES, 2 SPELL 
CHECKERS. MCAD AMIGA 



VIDEO SET: CATALOGUE (FOR VIDEO/AUDIO 
CASSETTES & RECORDS). PRINTER 
UTILITIES (FOR LOGGING VIDEO 
CASSETTES & DATABASES! 3DlSK8£X97 

ADULT SET 1:5 DISKS OF ANIMSXXX 
18* OVER B DISKS C4.9B 

ADULT SET 2: 5 DISKS OF SLIDESHOWS i XXX 
1R+ OVER 8 DISKS £4.98 

PROGRAMMERS SET: FORTH MODULA R 
LISP LOGO. AGS. NORTH C + MANUAL DISK. 
r»SC W 8 DISKS £4.95 

AMOS PD SET: AMOS LISTINGS ^42 ^ ^ 

CUP ART & FONTS PACK 2: COUNTACH 
CUP ART 1. 2 S 3. COSMOPOLITAN FONTS 
FONTS DISK 8 DISKS £4.95 

MUSIC COLLECTION: BEATLES MUSIC. 
SONIX PLAYER & TUNES, GAMES MUSIC 
CREATOR. SOUNDTRACKER. OgWJZER^ 

MUSIC SAMPLES: 1 TO 14 (FOR 

ABOVE) £0.99 each 

ASTRONOMY SET: AM IGAZER^STARC^ ART^ 

SUPER BASE 2: RPP £19.98, £25.00 Postal 

-.C«LSO Postal 





Mail Order made easy. , nrieTAI Dn . 

Just phone with your Credit Card number or make Cheques payable .to POSTAL PD 
If you can buy an identical pack cheaper we will refund the difference and send you a Free PD Disk. 
y y Please add 60p Post + Packing. 




KAD-SOFT UK 

BRITAIN'S LEADING AMIGA PD LIBRARY 



vu9 . tw» ln» Demo. Briwnl 



Soecial PD Pack 




Red Devils Demo crlWFW 2 
iSfl 

KA43 - Muttrrt ttinja Turtles Demo! " 

KMS-fcidB'iinDemo BnltontNew 
Derrvo 2 ilrS«SiS tev«*«l 
Ovet IBs only 

KM6 - Flash Beat 0 one o> ine very 
OestPD Games 

KM 7 - Quettuse A really who* 
easy to use (Jala Ws? 

KM8- 'C'ManuH. 3disks«l AqimI 
mafvaltoiaHyou'C* 
programtrs Includes 
examples Spec* pt«£5 00 
KA49- Rod Devils . Crundws. 

Aidmcn & Virus (Mors V20 
LoWsolgreitproQStorthe 



KA1 - TM 8us-ness CoUecbon Spreadsheet. 

DaiaDaseiWodlorocessot^ftsW 
KA? - The WonJptocessof lot me Amioa 
KA3 - CCompottf Assembler & Inker 
KM - The Brill#ri RIMS dataMw programme 

m - CU Help. Worned by CU? This one will toM 

e*e«yninfl deaf 
KA7 - A CoMdQn ol bnlliint arcade flsmes 
KAS - Predators Mega Demo Brilliant twin dts* demo 
KA9 - Br eat out construction set 
KA10 - Nightmare on FJm Street Demo 
KAU - Norm Star and Sierrl Demo 
KA! 2 - Star Trek Brrll*ii 3-dis* game 
KA13 - Deluxe Music Construction Kit A collection of 

instrument tor tr* original programme _ . 
KAH- Magnet* Fields Demo The intimate Bobs & Sprites 
Dm 

W15-Robocop0emo Bntliant 

KA16- Star Trek The Hext Generation 1 Meg shaniwn 

KA'J- Space Ace Oemo 

KA18 - Trie North St* Mega Demo 

KA19 - Cool Cougar Demo. Cartoon OsaHy 

KA20- Virus Wer 

KA21 - The Anti*ST Demo Disk 

KA22- The Miami Vice Demo Digitised sounds 

KA25 - Lam version 1? . Bnlliant Dungeons and Dragons 

KA26- SnangMi. PiayaWe Oemo ot great game 
KA27- Utilities Conection I Ou*kcom. Pcopy. Dir 

«-»C»'.%-SV^T, 

KA29 - Sri? Collection 2 Amoeba. Yelp . Rock SWe . 

Egyptian Run 
KA30-rsankn.HomeHW. Home Finance Packages 

M3i-EMn MM Dan 

KA3? - W Me&J Demo Brilliant 2 (Wk Demo 

KA34 - North SQr and Fairiight Mega Demo 3 Br*ant2- 

KA35 - £»Sb! Mega Demo Vet another twin Mk 
Demo 

KA36- FracUi Flioni Brilliant Fractal Oemo 

KA37-Vtf SlkH Show 
KA38 -FisnGarr^ Collection 3 asks 

KAtt - Hofy Gra.1 Adventure MM M ****** 1 MJ 
KA40 - Star Trek Tne New Vers«Hi Brilliant 2 doks 
KA41 - Coma demo briarrt music demo 



WE STOCK THE COMPLETE RANGE OF FISH. AMICUS. SLIP DISK. 
T-BAG AND PANORAMA DISK COLLECTION 



KA50 - Red Devils . Oarkstir Come 
ind udes Coma. End olMaloy. 
The Links Journal & many 

KA51- Formula 1 Slide Show try Dag 
Avery good Digip*s 
sMeshow- one ol the best 

W53-2wufifflbyOemolisher.a 
realty great collection otuWs. 
202 in all All you'll ewr need 

KA54 - Red Devils Soundtracker boot 
d.skV.4 0 indues MM 
Soundtracker. Nwse Tracker . 

KA55-RTi re Sid«how.B.flkint 
MiQhOualityStiWShow.l 
meg only 

KA57- Bud Bra«> 2 The all New Bud 
Brain Mega Oemo 2. 

KA58- CronlCA Meoa Demo Brilliant 
Music Demo 

KA59- noruon Mega Demo. Reawy 



KA60- Amumg Tunes A Super 3 
Disk Music Demo The best In 
the LiDrary 

All Wife) f 2.50 
2 Diski Free with etery 
10 ortered 



Soundtracks Inttrunwit Set 

1 0 Soundtracker disks — every 

instrument you'll ever need. 
Was — £25.00. Now — £1 6.00 

Starter Set 
5 Disk set includes CLi tutorial, 

database, word pross. etc 
Wu- £12.00. Now— £10.00 
Flah Games Collection 
5 Disk Fish Game Set 
Was — £12.50. Now — £10.00 

Clip Art Collection Set 
5 Disks tull ol Clip Art pictures 
Was - £1 2.50. Now - £10.00 

DISKS 

3.5" 135 TPI DD/DS disks un 
(Sony) error free. 
All prices Include labels, 
p&p. No quibble money back 



10 — 
25 — 
50 — 



Fonts Set Collection 

3 Font disks, to use with lavourite 
art program 
Was — £7.50 Now — £5.00 

Sonht Music Set 
1 0 disks lull ol Ihe best ot Sonix 

Instruments and Tune 
Was — £25.00. Now — £ 1 6.00 
Educational Set 1 
5[>sk(*>lletfiW.Suru^ 

Was — £1 2.50. Now — £1 0.00 
Educations! Set 2 
2 Disk Learn and Play Suitable tor younger child 
-£5.00 Now -£4.00 



ACCESSORIES 
Disk Boxes 



£6.80 
£13.80 
£26.00 



80 cap 

£12.25 
£18.00 
£32.50 



100 cap 
£14.80 
£19.75 
£34.90 



80 cap — £6.75 
100 cap — £7.75 
Mouse Mat — £3.75 
Mouse Houses — £3.75 
Amiga Dust Covers 
-£4.50 
Amiga V2 Meg Upgrade 
-£48.00 



special oner uie J-J^j p|u8 , ^ p0 dlrt , w £5.50 



OPEN 9.30AM - 9.00PW 7 DAYS 
Overseas orders please add £1 -25 



Send cheques & P/Os payable to 
KAD-SOFT, 2 EFJOR PADDOCK. C* 



Tct; 0249817174 






The choicest reader's demo this month comes from Steve Cooper with 
his fabulous disc Jimi Hendrix Vol 1 , It features amazing digitized 
images taken from video using VIDI-Amiga and has the soundtrack of 
one of Hendrix's most haunting songs, 'Third Stone from the Sun'. A 
great deal of time and effort has obviously been invested with fantastic 
results. Well done, Steve! 




P.D. GAMI 

From A.B.O.T.S. comes a straigl 
up called Mayhem. In the year 
have escaped from a police si 
have managed to bypass the s* 
access to a docking craft. A 
instructed to use code 1 - shoi 
police department is in comma 
That means yout Using your jo 
your space vessel, shoot any c 
your movements. One thing to I 
trolling of the joystick will resul 
rocks. 




Lovers of music demos ate not forgotten Jean-Michel Jarre Live 
from Virus Free (1042) features 11 of Ihe besl known tunes from me 
electronic genius. 




ALLO OLIVE 

The Popeye Game from Premier P.D. 
(299) is like a Nintendo Gameboy on the 
screen. There are seven tunes to listen 
to, including of course 'Popeye the 
Sailor Man'. In the game itself, Popeye 
must catch oranges, cans and bottles to 
please Olive. He is in big trouble if he 
doesn't. However, he can gain extra 
lives if 1000 points is reached. 



»>t 



-<!■!' 



t'.I.E l> 
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TART^ 

COMPUTER SYSTEMS 

▼ TTTT 



Green to Red Dov<Joz/Sieoii? Fronnc/GoMfto Rc*x>t«xi/Sienisf aW*M/ 
DCTVAnardiY Wfig me) Mark BKJoe.WnOy. and any Oths* k*iatic» out the 
K) « mo pttoda we met ai ine Ccr-nn*xfc<o «iow . or wi meei « IHM 



and '.'I o't-ir. 




542 Stools furl Powe« fA*c ■ ReaBy good home lerrrfxet 
540 Pt demo comp 12 ««h Omodera end SBo n ft ektrnot 
539 PE demo comp 11 -More greol demos ond»i'roi 
535GOlDfRCMeQOdemo r*eo i Ttxjni 4 the greet Nc* 
532CPU5AD£RS«Afewfun» . lOHJry 'Aweeome' 
531 CcciMod imogtna*c*i - t*ce ccmp by A^occt™ 
530 Anarchy MF Comp ■ SUPS» i Nee demo Don . 4-Mol 
520 lechootionrc MegoMb Jin* Ike the song I rerrweo) 
525 Adepl - r*ce compkihon vrlih Med vector demo* 
b20 Irnocodo • tolc* Recc* demo tom rho Urn 
51 9 A fcrumey **0 sound ■ Very n£e muiic Cfck 
5 1 2 nturrton C omplkjBQn - 5\©erD OeepMO domo • 
51 1 Awesome Preview Wckoddemoof the game 
104 Network parly demo * Great demo completion 

498 the JCS • Very wery very weeeeooeekd I 

472 Crutaden demo pock - nice one ! with ED-2W gama 
463 EPIC Preview ■ Tofaty and utterly Mont I Get 4 1 
4454-MotMu»C 8* *e you- itufl mc* I 
444 Siart demopoc* 5 ■ includes Hotwired Dy CnnoOen 
i. ■ ■ i . ^iiniii - Rt-tiiy o*onlfr>egod»mo l 

423 Cool fridge -Nee plasma fx and copper Wngys 
314MkogeMegQdemo-fta 1 Meg demo, very r»ce l 
254 I ottoo" tnp to man - We Hie fl < nee vector demo 
252/253 8u0bra*"> Megodemo Superb demoi and rruKc 
251 Stents Megodemo ■ Brliant 1 

164 Scoope. Mental Mongover - SW as knpressive as eve> | 
136 taaon Horror - lotaty crop dont buy It I 
133 Bacteria • Crusoders Mego music cfck - Get II 

499 StooOv Muse ■ Oh wow « amaUng I 

426 : .< M^Qjn-.. o' ft-w 1 eooooi 

424 Sound Ol S*ents Brtfcant Brlfont Brflanl Bniknt OK 1 
245 Scccpei Becol music - AJI tr»e rr»sc tiom Ino geme 
242 100 64 tune* WM I SB) Ives on Ml Get ftwaw I 
22? Jorre DockkrvnoS ■ Great music and ptcs by HCC 
223/224/225 Digtiai concerts 345 ■ AI very good l 
220/221 D-MoO tAMc 4 - BrHant house musfc cfafc 

218 Ketens Jukebo> Superb muse Com »ie keh 

IftOOgjConceil 2 ■ Brikxil f«_rMc (ocrn 

107 Vcngefe Deno - Music ond art sMes 1 Meg 



496 V*cc*c • PowenM PD ipieadsheel 
495 tm - a Mty nrtoltonal dotocose lystems 
494 ABP1.3 - Cli replacement. pro|oct 
42S5arlreklter ■ 8 Channerl music composer 
466/467/468 Countoch Opart ■ Very good clp art 
464 SozoDon C compter - One of tne better ones 
4?0 iccxvtxtWi - BrtBcnt Drusnxon loots ond icom 
459 Jamcrockei Bnbani chip music c«r© system 
434 Amtoase • Good custom dotabose with search 
377 North C 1. 1 -Ccomp*er- 

378/379/380 C Manual • Brikant way of teaming 1o program 
356 Feh 327 - Mesedos PC Ike reader 
154 SO 16 ■ Iho mcsl cool CU kiker uNtfy ft* editing and flu" 
145/146 VkJeoApplcanc-'i Grrxil lorvU ana SC1C4T-J um 
340 Jaabencn ■ Workbench clone with more tuncWani 
334 Dorkstor lltfc 2 ■ It you e>pect me to Mt a6 the uimeson 
1 30 DarfcHar UN* 3 ■ these dsWhen fagel ft I juel buy one 
333Darksrar U1K4 ond mg Bed devtl up and ask run 1 (Dont) 

330 Pf UKts 6 ■ More uNs by Mr Devi, al I con say is they ore al 

331 Pf UIW 6 very wel done orx) contain LOADS ol very 

332 Pt Litis 7 • useful utstties thai no home should be wtrhoul ! 
NB None ol these dUW canloo ««t>y vacurm cteanon 
IBOWordweghl - Cornprehenstve wordprocessor . more utks 
123S1-9I itatnoi aocd instmoenn d»*done by mo I 

1 22 ST-90 - 1 do some more sooocn which w4i be kooot I 
M8/I19/I20r*«etrackerand Irotrumnents O»0H)l 3t-02> 
4/d Spacechcoe Ankn • ertSVont cnaso loguence IMeg 
458 Starlrek fleet Man BrUam anm by 1 »ctvter l Meg 
e36 $b oW»y3 Cortoonriyli *.•■•*■*•.•;•.<•>"•*'.■ ■■■ • 
456 Agotron 1 5 • 3 Brtkant ankns by loOos a" m 5I2K 1 
452 Enterprise leaving dock - €U*e Ama»>g I IMeg 
2 1 2 Starlrek Anm - Gieallabras ontns m 5 1 » 
493 Va« Pics ■ Superb picture created on a Vax compuier 
484 CattCycles - Brtkant sideshow of color eyeing 
461 YabOaDobbo • Hey its the Fsnrstones 1 Wilrrsdoaauh ' 

NkahtWeed fanloslK atJeshO" ot Hor-cr 900V1 < 
1 68 Agahon 6 • lotaiV bnnant Oay traced space pfcs 
1 3 7/ 1 38 Stents SUdeshow • Superb f antasy sides wfh musx 



1 . ALL PD DISKS ARE 99p PER DISK PLEAS* ADD oOp POST AND PACKING TO VOUR IOIAL ORDER VALUE 

2 IHEN JUSI SEND US A CHEQUE.POSIAL ORDER OR INTERNATIONAL MONEY ORDER TOGETHER WITH YOUR ORDER DETAILS 



DEPT| I* BARBICAN HOUSE 
BONNERSFIELD • SUNDERLAND 

SR6 OA A 
FACSIMILE 09 1 564 1 005 
TELEPHONE 0°1 5 o 4 1400 




J? ADAM • M Start Computer Syst ems 19°0 




VIRUS FREE PD 

Amiga Public Domain Software 

WE HAVE IN STOCK OVER 1000 PD DISKS INCLUDING 
GAMES, MUSIC, UTILS, ANIMATIONS & DEMOS, AT ONLY 
£2.00 A DISK. SOFTWARE HELPLINE. OVER 2000 
SATISFIED CUSTOMERS. OVER 100 DISKS ADDED 
EVERY MONTH. MOST ORDERS SENT WITHIN 24 HOURS. 
ALL DISKS DISTRIBUTED VIRUS FREE. 
NOT MAIL ORDER ONLY 



15 PD DISKS = £20.00 inc. 5 FREE 

ONLY £1.00 FOR EACH SUCCESSIVE DISK 
e.g:16PD DISKS = £21.00 
17 PD DISKS - £22.00 
20 PD DISKS -£25.00 

Catalogue Disk available at £1.00 
sent FREE with all orders 

Send cheque or postal order to: 
VIRUS FREE PD (Dept ), 23 Elborough Rd. 
Moredon, Swindon, Wilts. SN2 2LS, England. 
Tel: 0793 512321 Fax: 0793 512075 



■ Minimum order of 3 disks Owrseas orders welcome, but please send 
Euro Ciieque or Bankers Draft win order Please add £3.00 towards 
postage & packing. All prices include p&p in UK. 



AMIGA BLAST Volume 1. Only £2.99 

90 minutes ol the besl Amiga music around, recorded onto top quality TDK audio cassettes, includes tunes 
Irom Red Sector, Noize & Oplix, Scoopex, Rebels, Kelrens, Gate and dozens more. All tor only £2.99 inclusive ot 

postage & packing. Exclusive to us! 

OVER 1000 PD DISKS CATALOGUED 



DEMOS 

980 0EMWSSUWS3 

969 FRACTAL FACfORY 2 

960 ItTRAGON MffiA 

930 R08f RT KBC 2 

947 RUOCRSIOSTARK 

917 CRYPTO BUIWCHS 

690 ARTISIIK SUMS 

BSt UNIQUE DfMOS 

675 RAVI OIMO l MiG 

657 VIZ SUMS 

87 J JUGGETTfAMM 

677 8RUCflEE 

811 GOLEM GATE SUMS 

801 CRMWICSMEOAOiMO 

800 CULIMCGAOEMO 

J99 AiCATW MEGA DtM" 

608 f HACTAI f LIGHT 

610 M ATI TASKING 

61 r HI Fl DEMW 

637 FREEDOM FORCE 

636 LOOAIIMATIOW 

639 BLOOD SFWt 

667 MAX'S ART OIS* 

67S OPERAIIOMWW 

730 POWtfl CONNECTION 

731 AVENGER MEGA DEMO 
737 SALOtlSMEGAOeMO 
736 GATE VI GA DEMO 2 
107? FROG ANIM 7(16) 

ItH-t ' 

1061 NORTHSTU OUT 
1069 CODING EXHIBITION 
1056 HIGH VOLTAGE MD 
1051 ANTHA0XCOMP 
1030 COMPETITION PICS 



010 
031 



UTILITIES 

INTRO MAKER 
MASH BOOTED DISK 
SPACE wrat(R 
067 GHOSTWRITER IMEG 
069 IFF FONTS 
137 MASH 800 TER DISK 7 
760 BEST OF VIRUS KILlfRS 
337 ULTIMATE UHUTfB 
3*3 ESOUNOIRACHER 
364 FONTS* FONT UTILS 
397 STRANG! UK S 
383 ULTIMATE ICON OIS" 
488 BOOT MAKERS ETC 



&I6 RED DEVIL UTILS 4 

521 PRINTER UTILS 

■,Fi'l lAtR-.'i! M UTILt 7 

690 DARKS TAR UTILS 3 

681 DARKS T AH UTILS 5 

941 ART M VIRUS KILLING 

940 ATARI TO AMIGA GFX 

973 PRINTER DRIVERS 

901 VtRUSCOPE 

659 ESSENTIAL UTllS I 

67S LOADSA MUSK UTILS 

671 RIM DATABASE 

6S2 MED 

64) MOIT 

567 NOISETRACKFR E(C 

15? QUICK BASE 

31? WORD WRIGHT 

337 ULTIMATE UTILS 

334 LF COPIERS 
613 207UTIUTIES 

748 FREE WARE UTILITIES 

341 57UT11IITIES 

1001 0ISK MASTER V80 

1043 MVKV70 

666 DjUKSTAR CRUNCH 

335 ESAltmSI 

336 Full EORCE UTILS 
34? ACUUTIISM 
333 VOICES 8 

TOP TEN 

9W LONDON BEAT 

S5« THE POWER REMIX 

5S9 ESSENTIA! UTllS I 

598 GROOVE IN HEART 

567 NOISE TRACKER 

970 100 064 TUNES 

990 DEMONS 3 

1001 DISK MASTER VS O 

1077 SN.LVANIMSI 

MUSIC 

1071 GUM SCOPE 4 

106? 0RTERS MUZAK ? 

I LiW i„HtVi:^.::i- 

1...' jii.ONV.is :: 

1044 606 STATE REMIXES 
1041 PASSION MUSIC II 
10O3 SUN TRACKER 7 
96? KEFRttS JUKEBOX 
910 100 C64 TUNES 
347 DEMONS LIVE 4 



366 ELECTRONIC SONIC 

411 B1TIRAPPERS It 

453 quaoute c64 mm0 

464 the power 

47? tera tunes? 

473 poem musk 
551 vocal attack ■ 

565 0 mob music 3 

566 bunga1 ow re mix 
575 vocal attack 
581 to the safe house 
594 popeve.beachbo's 
600 funckev 0ee 1 meg 

606 tecn0tronicmix 
u?9 bacteria musk 
633 chaotic sounds 
641 roger ramjet rap 
64? vision house 

647 glide scope music 2 

664 donalds trousers 

677 CUE* 

676 DEXION MUSIC DISK 

737 PAN HI 

749 RAF MEGA MIX 1 

75? SOUND EDITION 2 

767 OFF THE HEAD 1 MEG 

770 BETTY BOO 

790 BYTERAPPERS6 

607 SOUND EXPLOSION 1 
613 PACE MUSIC 2 

ANIMATIONS 

804 FLEET MANEUVER 

81? JfTANNAATtON 

1037 VIRUS FREE ANIMS 

1077 SILLY AMMATKINS 

76? OR THE HEAD 

763 PIANO ANIMATION 

556 NOUE40PTTX1 

550 SHOW TIME 

546 NOT BONG AGAIN 

474 FRAAXI0N HORROR 
415 POLICE CHASE 
413 COKE 4 SMURF 
405 ZUES 

394 NIWT0NS CRADLE 

313 TREE FROG 

?77 GHOST POOL 

?S9 HUEY 

746 THE GYMNAST 

009 UNICYCLE 

014 WALKER 



I] 1 - AA.'IMI 

914 STEALTHY II 

861 FtUET THE FISH 

761 NOIZE 6 0PTIX 2 

809 BILLIARD 

GAMES 

656 XENON 3 

850 BREAKOUT CON KIT 

643 METAGALACTlC 

LLAMAS 

1064 LET IRIX (GREAT; 
1070 MASTER OF TOWN 
836 AUTOBAHN 300©* 
THE HOLY GRAIL 

0L"/ MASTER 

MONOPOLY 

CAVI RUNNER 

THE LOST 0CCREST 

AUIHON GAMES 
BIIZ/ARD 
PACMAN 

TENKrS 1 MEG 
PAHAORIOO 

(MfRALDMiSI 



H41 

SJ0 

670 

595 

5*7 

537 
531 
SM 



MB 
507 
505 
?S5 
116 
117 
IS4 
594 



FLASCHBIER 

LARNRPG 

MORLARPG 

TRACK RECORD I MEG 

i DISK 1 



OVER 18 

SICK N SEXY 

H!!JH,IUV'.iHMI M 

SEX VIDEO 
BRA BUSTERS 
PARTY GAMES 
TWISTED DREAMS 
a. i, ■: 

MJIItlh '-. il'l 

SAM FOX SHOW 
1045 PORNO MOVIES 
1036 H0TGIRIS 
I0?6 BETTA LATEX 
1023 HOT GIRLS 2 
107? TOPLESS GIRLS 
ii;., ■ ■:<•- I'vi'N 
1 004 EVERY INCH A LADY 
918 PERVERSE SHOES 



m 

615 

614 
607 
071 
77B 

375 
3*4 

?57 



Vogue 



A 4 disk version of 
Madonnas Mrt Single 
Only £4.00 mc p&p 



Chart Mixes 90 

MAMMA GAVE BIRTH 
IF 0NLV I COULO 
THE POWER REMIX 
FEEITHE RHYTHM 
HEAR THE DRUMMER 
GROOVE IN THE HEART 
LONDON BEAT MIX 
WHAT TIME IS LOVE 

8 1 Meg Disks 
Only £7.00 We p&p 
with my other pt/rchtse 



PD STARTER 
PACK 

New to PD' Then setir) 
for our GREAT 5 DISK 

mm tw mt 

THE ESSENTIAL UTIL DISK 
DYNAMIC DEMOS 3 
ARTISIIK SUDESHOW 
REFLECTIONS MUSIC 
AN0 OUR CATALOGUE 
Only £5.00 toe p&p 



Digital Concert 
Collection 

Digital Concert Oisks 1 to 6 
Only £5.00 with any other 
purchase 



NOW AVAILABLE: ESSENTIAL UTILITIES 2 (1078) CLIP ART Vol. 1 (3 DISKS ONLY £5.99) 



FOR JUST £1 00 YOU CAN RECEIVE 0UA HIGHLY PRAISED CATALOGUE DISK. GIVING DETAILS OF OVER 1000 PUBLIC DOMAIN 
DISKS. OR ORDER 3 OR MORE OF THE ABOVE AND RECEIVE IT FREE OF CHARGE. 



33 Chapel Green Road 
Hindley 
Wigan 
WN2 3LL 

INTERNATIONAL 



PCS. 

INTERNATIONAL 



Business Hours 
930am-900pm 
5 OOpm-9 00pm Answer M C 
9 00pm- 10.30pm 
Normal 

TEL: +44 942 521577 

Tel/Fax: 0943 S21S77 



Mil GAMES MUSIC CREATOR {IT) 
KTOt: TREASURE SEARCH (AMOS) 
Mt APD 5 FONTS DISC » . - 

#3 (AFT) 
APD* STOS TO AMOS (UTl 
APDfc VIRUSX 4 0 (UT) 
APDfc MUSIC S SAMPLES # I <MA) 
APDfc AMOS BIG DCMO V4 (DEM) 
ATOM- U: SAMPLES 12 »5 (MCj 
APD 14-1$: IFF PICTURES f l-M (AFT) 
APDI7! INSTRUMENTS (ST-OI ) (MG) 
ATOM: MICROMAWS MUSIC SENSITIVE 

BALLS DEMO (DEM) 
APDM: ARC ANGEL DEMO 1 (DEM) 
IPDII: WORD SQUARE SOLVER * GAMES 

(AMOS) 

ATOM: FUN SCHOOL III DEMO (DEM) 
APD2J J0; SOU NDTRAC K ER MODULES 

• 1-8 (MO) 
APDJl: SCREEN DESIGNER (UT) 
APD1Z: AMOS PROGRAMS (AMOS) 
APD33: PINK GOES APE (DEM) 
ATOM: LUKE MILLERS MUSIC 1 1 (MA) 
ATOM: ARCHIVIST (UT) 
ATOM: AMOS UPDATE VI2I (UT) 
APDJT ARC ANGEL DEMO 3 (DEM) 
APD)* IFF FONTS DISC t* (AFT) 
APD JWfc MUSIC <M3(MA) 
APDSI: WEIRD SCIENCE DEMO (DEM) 
APDS2: FORMS REALLY UNUMfTED 
(UT) 

APDSI: CUROS A STAVPOS DEMO II 
(DEM) 

ATOM: AMOS PROGRAMS (AMOS) 
APDSS-S* SAMPLES «-9 (MC) 
APDSfc QUI? GAME (AMOS) 
ATOM HOCKEY PISTA DEMO (DEM) 
APD61 LUKE MILLER'S MUSIC 12 (MA) 
APDCI: ACAPDfA (AMOS) 
APDtJ: HACK MAGIC DEMO CREATOR 
(UT) 

ATOM: APT PROGRAM ■ OTHER AMOS 
PROGRAMS (UT) 
AMOS PROGRAMS (AMOS) 



APDM-I9: MUSIC 414-23 <MA> 
APDTfc AMOS UTIUTY DISC » 1 (UT) 
APD7?: AMOS PROGRAMS (AMOS 
APD 78: IFF PICTURES #4 (AFT) 
ATOTMfc INSTRUMENTS (ST-03 ■ ST 04) 
(MG) 

AHWk JUKEBOX DEMO - NEEDS APDB2 
(DEM) 

WDM: JUKEBOX DEMO - NEEDS APDSI 

(DEM) 
APD8): AMOS PAINT (UT) 
ATOM: LUKE MILLERS MUSIC «3 (MA) 
APD** REVFRSI A SNAKES AND 

(.ADDERS (AMOS) 
APDW-ss: INSTRUMENTS (ST-OS 

ST-OI 4) (MC) 
APDM: PAIR rT (AMOS) 
APDBT: DYNAMITE DICK • OTHER 

PROGRAMS (AMOS) 

LI CENSEWA RE/ SHAREWARE 

Tnii collection will always bo luted ;n numerical 

order unless we gel inunaatots with pic^iams of 

•M* same quality" 

FDI: COLOURING BOOK 

PD2: ARC ANGELS MATHS 

PDfc KREMLIN KIDS MEGA DEMO 1 - 

2 DISCS 
PDA: THING AM AJIG 
PDA; JUNGLE BUNGLE 
PDA: PUKADU 
PDT: * WAY LYNX 

PAYMENTS 

APD discs cosi £2 00 UK. £2 50 Europe and 
£300 R«*i otlhe World 

AMOS LICENSEWARE £3 SO PRICES Inc PAP 
Major Credit cards accepted with Orders 
over £10 Catalogue Disk £1 00 




PUBLIC DOMAIN 




Magnetic Media 



AMIGA PUBLIC DOMAIN 
BLANK DISKS FROM 37p EACH INC. VAT 
E1.80 each or £16.50/10 inc VAT 



PD: 



A small selection from our vast range 

359'360Slar Trek 3 

443 Coma Demo 

444 Dope Intromaker 

445 Magnetic Fields Music 
453 Cryptic UK Demo Comp 
459 Time Circle Demo 

SPECIAL OFFER) 



1Meg 
1Meg 
0.5 Meg 
0 5Meg 
;.' -, r.i- ■■ ; 
0 5 Meg 



VICTORIA ARCADE, 
ALDERGATE, TAMWORTH, STAFFS 
S79 7DL TEL: 0827 59566 



50,000 PEOPLE WILL 
SEE THIS PAGE... 

BE ON IT! 

CALL TINA NOW ON 

071-251 6222 ext 2407 
"TINA'S DOMAIN" 



PD Soft. (CU) 

l Bryant Avenue, 
Southend-on-sea, 
Essex SSI 2YD. 



Credit Card Hotlines 
(0702) 612259/466933 



Mega Demos 

349 -RAF 121 

S00 • Scoopex Menial Hangover 
662 • Cnontcs Madonna 
664 • BudBrain 171 
667 - Crtonics Never where 
724 ■ inMon 

760 ■ Psedudo-Ops 
799 ■ Garts 12) 
827 - Woi Falcons 



iPMb) 

186 -Slor Trek 121 
380 ■ the A-gler 
381- the Cool Cougar 
477 - Froctol Flight 

532 - High lander 

533 ■ Trackball 
542 - Pugs in Space 
555 -The Pun 
Stt-UaMQfcfcei 
611 - VangeHs damo 
624 - Too Much 3d 
674 ■ £ptc 

733 - PMC froclal 

734 - Clothes Peg 
79) space Shuffle 
876 Space Fighter 
828 - Huey 
831-Mocfw* 

649 - Dragons tali II troe Warp 

GddenOldns 

99 - Dragons tar 

102 - Probe Anmoion 

111 -Wcfter Demos 12) 

117-luxo Teenager 

129 - Commodore 64 Music 

143 ■ PobocapDemo 

168 - ftlASAPKture Show 

786 . Kyfat Monogue 121 

272 - Freddy Krugar demo 

61? Mcxity Pyinons !2: 

614 • Debbie 0*«>n Ftecfrt Youth 121 

Adventures 8. Game* 

F184 -Moor*ose 
F774 - Peters Owes) 
f 370 • Amtomogo/ like Pogue 
F184 ■ World/lnloccm style 
F374 Teeis Clone 
F345 • CPobols/uke Meek Womors 
F336 ■ Coi 
F336 • Miniblasl 
F336 - SYS/Pongo 
F343- Snake Pit 
847 -MeyHs 
the Maze 

It. ■'• n: lid? 



T46 • KeyMapEd. Pesumemofcer. 
Osk. Woodward. Mips 

New FISH 

F370 SfcSh/UseruH lo Unix Users 

F349 - lastesi Aauonum. Flip. 

fortune. Spy. vaxherm. 

F368 - Elements, nteradve Dspoy 

f366-PnniSludioA'eryGood 

F365 (asyBockUp. Password. 

View 80 

F364 ■ More Animated Pomters 
F363-3 5Disklobeler/Peods 
dnedor.es 

F362 ■ knperkim Romonurn. $Mo«e 

F36t • Brush4d7 Converts * F 

"noges >o Sculpt 3D 

F359 - ASrtdge. DO Inleroroled C 

Fnwormeni 

(358 - Rpe line Gome. Blob. Pood 

Route. Scan IFF 

F357 • Empire/ A Mutk player 

economics gome 

F356 - NComm/ New for Comms 

F3SS - Berserter iWrus KjHerL Trock 

F3S4 - Monde) Mountains New VI 0 

F3S3NorlhC New Version VI I 

F351PDC/ A complete C 

Complafcon System 

F337 ■ The C Manuollor Amxjo 

F339- Pascal Compier 

F349-MEDV7.0 

F728 ■ Jossbendv Replaces the 

onawB workbench 

F740 Cross Dens' Beads Write 

MSDOS 

F7S3 - Power Packer 7 3b 
F302 - Turbo Monde) 



848 

V42 

f 192 Packman 87 



Muse 

803 - Journey mio Sound 

274 • Crusaders f reeked Out 

29? - Audio Conversions 

451 • Or Awesome 

580 -PC Boys 

575 -Wherestve base 

592 • Miami Vice 

593 • Crockets Theme 

601 ■ Bacteria Music 

602 Gel to the Sato House 
635 ■ 100 Orlglal 64 Titles 

Commodore 64 Music 
Pome Arrows Vocal ABock 
The Sound ol silent* 
Tethonitcs Bemix 
Ghasl& GoMns 
PebcfcMegoblast 
scoopexNol 



129 
658 
686 
689 
711 - 
717 
730 



V44 



F737 Battys 12) 
F75I - MonopoV 
F347 ■ Orip 

850 TurricanlltPlayablel 
F355 - Iron Gome 
688 Ballot* Future in Pfcyabe 
673 Battle Commond Ptayoble 

NowTBAG 

T44 - vbhi lioek Salvo. Requester. 
GSNoA lloshDak 
T45 - lexl Pami. Fast Bto. E»i5teepy. 
View D>. Is Today 



770 - Base 7 Base II 2 Omy) 

POSNewSSckon 

796 • Turtles Demo 

806 -Turtles Demo l 

860 - POSH -Pes lurAes Plciures 

836 - Tolol Recount 

833 - Total Pelnal 

834 • Total ResMe 

835 • Total Respray 
834*- Star Wars Pictures 

V37 -Sourts 0*r2SoftheM_ppets 



FLETCHER FONTS 



PACK 1 to 3 : 6 disks per pack, each disk has 7 to 15 
ditfereni colour fonts, various sizes bul no repeals 
Instructions lo load the 16 colour fonts Into DPAINT as 
fonts. Help, Advise & Support available from PD Soft. 
PACK A ot B : Black & White packs of fonts as above 
but 10 to 20 fonts per disk. 

£15.00 Per Pock. IDEAL FOR VIDEO & ARTISTIC WORK 



OverlS'l 

26 Hot C«ls Picture Disk 
60 Megotron Man's FVtures 
78 Sale Sex Sample Orsk 
164 The Mighty Foil Blower 
254 X-Mos Sampled Song (71 
267 moon Picture Skdeshow 
449 Excel Pictures No 1 17) 
476 The Pom King Pictures 
501 Playboy SWeshowi?! 

544 Final Ecsnsy Mogafine 

545 The BeslotF scon May 1989 

546 Porodise Sideshow 
564 Digimone No I 

573 Slog Picture Sltdeshow 
632 Floyboy August {21 
638 Donna Echnonson Anmalion 
644 Pkjytxjys Blonde Beauties 

682 Big AJG«ls of Sport 

683 Bosh one D*v Pictures 
693 Som Fox Picture Skdeshow 
703 Have a Lough. Trackmaster 
728 Saddam Hussein 

751 Brabusier.Digilal Dreams 

774 UWpi6FyiuresNo4 

775 Mono WNrtoker Sloeshow P 
851 VWSWeshow 

865 SecrelsP0ik:emansBoll0iskO2 

867 Digital Damsels No! 

873 Wornon to Woman Drsk *? 

Demo Seiedton 

757 - Chase HO 2 Preview 

758 - Ar«e and Bliterburner 

759 • Vrsll Morseyside Sample 

763 - Cave Runner and Track Record 
767 • Hymnes From the Bible ■ 
779 ■ Charley Playable Preview 
792 - Aliens Mego long Sample * 17) 

794 ■ BioelMonUB'eock Carve Muse 

795 - Mmd warp Collection No 7 

797 - Modonno Hanky Party 

798 - Turbo Mark AAmaltons 
807 • The Twist 

809 - Pang Playable Preview 

811 ITV Mega NusicNo7 

812 ■ 4 Mol ol Anordhy RelecHons 
815 - Comic Strip Presents 

8)7 - Fresh Cola The Semi Coderst2l 
819 ■ Gentsrs tond ol Contusion 
873 ■ Sam Fox Big Bobs 

824 ■ Electm Channel 5 By Impact 

825 ■ The Bnk Goes Ape Arwnalwn 
833 Irmhory Gold 

834- Slor WaisPKluies 
835 • Christmas Music 
840 • losing Force Musk No I 
842 • Waterproof 
84J -Phalanx Music 

844 ■ Magic Roundabout 

845 • HocMng eulions 

Various 

F31S ■ Amiga Fox Word Processor 

VI 7 - VC Spreadsheet 

V71 - word processing disk 

V77 OmckBose 

V79 House Hold Inventory 

V43 ■ Jossbench 

VS6.DrskMOsl»rV30 

V81 ■ DCopy 

V89MegarrKmV15 

VW-PDSUaiesVeryOselJ 

OTHER BITS 

(nl = n represents number ol desks 
required. AM others are single disks 
• = 1Mb Pequred 

Send A large SAE lor o Free list ol all 
our demodeks 

We stock Al Fred Fish. TBAC. All 
Orders 48 Hour turnaround 

Simply The Hottest 



Amiga PD 



LICENCEWARE GAMES £3.00 each 



SPACE BLOB - Cross betw(?en Bomb Jack & Manic Miner 

MR DIG (1Mb) - The famous Mr Do! 

O-BOID - The Coin-up Game Vulcan. Tetris Variant. 



dry! 



CATALOGUE DISK FRED FISH PAPER PRICES PER DISK 



Tied ot boring catalogue disks' 
Gel the unique, easy lo use PD 
SOFT Database Catalogue Disks 
They contains ae ta« ol over 1300 
clsks avotaoto direclty Irom slock 
torn us A murtrude ol options 
including Search 8. pflni 7 Disks 
Or*, CI 50 free updates 



Ever wanted a complete 
desciption ol oil the Fred Fish 
drsks on Paper' Well. Ihe entire 
hsi is now ONtv available Irom 
PD SOFT Approx 60 Pages 
revealng everything about every 
program in this range as 
dncAadbyFradRsti 0rt>OJ0 



I- 5 Disks £2.50 
6-10 Disks £2.25 

II- 20 Disks £2.00 

21+ Disks £1.75 

With excepton to ucenceware 

aixl Special Packs 
XXX please osk lor bst and slate 
tiol you ore over 18 




A242 
A145 
A147 
A143 
A220 
A070 
A076 
A241 

A226 

A203 
A180 
A024 
A038 
A039 
A177 
A 160 
A218 
A043 

A075 
A073 
A113 
A117 
A191 
A108 
A107 
A009 

A013 
A012 
A0 11 



2 PLAYER SOCCER LEAGUE BY D RAMSEY 
FLASH - NO BRAIN NO PAIN (2 DISKS) 
FLASH HIT THE ROAD (2 DISKS) 
TREACLE MEGADEMO (2 DISKS) 
STAR TREK: GAME 3 (2 DISK) 
RAF MEGADEMO (2 DISK) 
BUDBRAIN MEGADEMO (2 DISK) 
SCOOPEX SONIX BEAST MUSIC 



BLANK 3-5" DISKS 
1-9 60P EACH 

10-19 SOP EACH 

50- 4X1' EACH 

All inc of Labels 
DISKS MARKED 
• =18 VRS ONLY 
-•-1MEG ONLY 



CRUSADERS COLLECTIONS (8 A190 

DEMOS) A21I 

NEWTRONS MUSIC BOX A239 

SCIENCE 451 MEGADEMO A023 

DIGITAL CONCERT 2 A046 

DIGITAL CONCERT 3 A1I2 

DIGITAL CONCERT 4 A120 

DIGITAL CONCERT 5 A223 

DIGITAL CONCERT 6 A225 

CAVE PARTY DEMO A209 

DEBBIE GIBSON E/YOUTH A1 14 

(2 DISK) A1 39 

DARKSTAR UTILITY DISK 2 A119 

DARKSTAR UTILITY DISK 3 A095 

MEGA UTILITY DISK (209 UTILS) A005 

SHADOW OF THE BEAST DEMO A 168 

BETTY BOO (MUSIC DISK) A083 

EMERALD MINE 3 (GAME) A098 

EATMINE (BOULDERDASH GAME) A187 

PREDATORS MEGADEMO A200 

(2 DISK) A202 

KEFRENS MEGADEMO 8 (2 DISK) A197 

ALCATRAZ MEGADEMO 4 (2 OISK) A1 10 



D MOB MEGA MUSIC DISK 3 
THE WALL (PINK FLOYD) 
PORKY PIG DEMO 
VANGELIS DEMO- 
BAD (MICHEAL JACKSON) 
MADONNA: SPANKY 
FRAXION HORROR' 
WALT DISNEY PICTURES" 
D€F JAMflED SECTOR DEMO 
P-COPY (DISK COPIER) 
D-COPY (DISK COPIER) 
COOL COUGAR" 
TURTLEMANIA 
KILIE DEMO (2 DISK) 

PUGGS IN SPACE 
FLEXIBASE (DATABASE) 
SPACE ACE DEMO 
SPEEDBENCH 

PSEUDO-COP GAME 

SAFE SEX DEMO 

COOL FRIDGE DEMO 

A-COPY (DISK COPIER) 

AMIGA CHARTS 5 



l»l r \Sl MAKE) 1IKJI r.TOSI U.ORIIrKSI'WV 
MM I HKKN <'OMl'ITKKS. I El.: 1127.1 517147 KMT Al l OKIIr.KS 

\I U1I \\ h\ I VM SI SM-:X BN9«FOSI-'.\l>S-\.KHX4 MIR \ KKEEC VI'Al.lMi 



1 



\* Ryde, Isle of Wight P033 1 LW 

PER DISK! PUBLIC DOMAIN SOFTWARE 

Tel.pt.one: (0983) 81 2867 MINIMUM ORDER OF 2 DISKS 



ONLY 



SUPERVISIONS 

Unit 2, Zllle Industrial Estate. Monkton Street. \M V4 
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J LOTS MORE SEN0 FOB CATALOGUE 

Please add 60p P « P on all UK orders 

EUROPEAN ORDERS - 30p PER OISK 
WORLDWIDE ORDERS - 50p PER DISK 
SEND SAW FOR CATALOGUE 
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Wt SWAP 2 FOR 1 
PUBLIC DOMAIN OISKS 
PhONl FDfi DEIAIIS 



99 P 



MLflL& 
Public Domain 
Library 

All disks 99p each 
NOTE: Some Titles are 2 Disks or more w 
Please add 60p p/p per order 
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WHAT IS PUBLIC DOMAIN SOFTWARE? 
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SPECIAL STARTER PACKS A selection ot me best m PD leatunrifl Demos Games. & utilities 1 1 Ottks in 

a? and comes w«in tree 10 cup Do- SPECIAL 0FFEA PRICE 1 10.00 

STARTER GAMES PACK 1 1 more otashj leatunng me Oest m PO Games Over 20 games complete win 

lieeDO. SPECIAL OFFER PRICE MM 

Ihim oni* » wtuO sMCDon ol out Mttwy. Al IN above Asks -id <rork on a banc A500 Mary more OISM ^luflrj 



IN 

0215 G010FIRE MEGA 0EM0 Good little Meoa Vou will love the red lips. 

0215 SCOOPEX CHROMIUM PLUS . ... Another ma ( or production from Scoope* plus more e*cellenl 
demos 

D219 PAHl SIMPLE STUFF VOL 1 The ttrst In a new series ol our own compilations 5 Demos. 

0220 PAH! SIMPLE STUFF VOL 2 More ot the latest inc. Brilliant Crusaders and Cenele.. 

0222 CRIOHICSTOTALOESTRUCTIONdMEGl great FX and mui« as aheays Irom Crlonlcs 

0223 BUDBRAIN MEGADEMO 2 the a-aited sequel to the amaung lirst megsdemo 

0224 INDV 500 GAME 0EM0 Good demo Ot the game 

0225 HORIZON MEGA DEMO ( 1 MEGI Includes the best Ray traced. Ham animation I've ever 

seen 

D381 FRAXION FANTASY SIIDESHOW More ol those greal slides 

D382 DESERT ISLAND SIIDESHOW Collection ol good pictures 

0555 BATMAN THE MOVIE ANIMATION Great cartoon arwmalion. 

M197 GROOVE IS IN THE HEART Funfcy dfcji ot Ihe chart hit. 

M200/1 12 SAE AMAZING TUNES 2 (3 DISK SET 1 MEG) Greal mus« and dancing babe" 

M203 BANGING RAVES Long mega music mi* trom Intuition 

U266 c light Hew Ray tracing package 

U267 t ltd ROC AD DEMO ( 1 MEG) Usable demo ol PCB, CAD orogram 

GUI MAYHEM n Great new game Navigate the caverns. Tricky! 

Out library also now contains Amos PD and llcenseware! 

NEED MORE DETAILS 

The NBS Library contains well over 1 000 Disks including the 
FRED FISH & T-BAG COLLECTIONS. To obtain the latest copy 
of our catalogue, please send a stamped addressed 
envelop e etc as before. 

100 CAP LOCKABU STORAGE BOXES *' « 

10 CAP LIBRARY CASES ....... ^.^...^ Il.B 

SIAPIC10PRINTIRRIBBONS BUci EJ JO WW-n'i 
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KSll' 30.O.C0O 2O0IO.CS00 1.000 K-t™ 
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i mMj crMweVPO payable to NBS *vi una lo 
NBS (Dept. C.| 
IHOunvtli* noma 

H*-pon. i>« of wight. mr~m 

POX SLH W , ^ 

lalapnone (09S3I 5295S4 Fei (OMil SJ1SOT ' *- 3 

« * you nave i creN card you can pnone 01 U> youi oiOtr 10 us. 
Pleas* remember lo rclrte GOp lowitOi potUoe anC pacUno » 'W 
Ml aiders (i* w 3Kal aewtfehed by lust tless pent pNtse aad 30p lot '•CtxOrC OPiver, 
All used postage stamps aonated to G-de Dogs »t the BMT 

WE LOVE arTf RHATIOHAL ORDERS 
Wo anead, many satntMl tuftome-* horn socf pUow as AuieiM. r*e- Zealand Amenca M-wtc 
East. Hong Kong. Japan. Africa, even me FauHand Wands, and. of course, aa ov« Europe 
AX orders teni By m mail 
Foi European ordenr Wease aoa ?4p pei da»- WorXJ O-CMs add SOp pe- do» 
Intiynaboial payment* ft Cradri Card Bntisf Poeta" OriWi Eurocheque, 
or any cheque *ith a UK cashing I 





Budbrain Megademo 2 from 
Virus Free, rumoured to be one 
of the hottest selling PDs at the moment, is actually very dodgy. It's got 
a 'cute' mutilation scene with a woman getting stabbed in the bath tub 
(would a carved-up man be so 'cute' or 'entertaining'?); there's a pig- 
ignorant image of an African male and - to top the lot - the woman 
getting murdered is, supposedly, none other than Madonna herself (no 
doubt CBS records would find it very droll). 

True to form, however, the graphics are top notch technically, and . 
the music is infectious. 

Dazzling but dumb. A triumph for flexing the Amiga's graphics - 
shame about the sexist crap. 




Nik Williams Broadcast Computer 
Picture Library (570), has produced some 
excellent digitised images using Digi- 
View. This could be used to immortalise 
your holiday snaps! 



Start Computers 
(572) have come up 
with a good mix of 
digitised images and 
graphics. The row of 
heads at the top 
shake their heads in 
time to the music. 
The inevitable return 
of the headbangers? 



AMAZING PD COMPETITION! 

CU Amiga are dying to give away 100s of free 
PDs. The lucky person who gets first prize 
receives 100 disks, 25 second prize, and ten for 
third place winners. So get cracking and name 
the demo. Below are sections from demos that 
have been featured In the past. Name each demo 
and the name of the crews who programmed 
them. 

Answers on a postcard to: PO Giveaway, 
CU, Priory Court, 30-32 Farringdon Lane, London, 
EC1 R 3AU. Answers must arrive 
by 28th February. 
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Monty Python followers will be 
interested in Nudge Nudge 1&2 
from Premier P.O. (338.339). 
This demo contains pictures 
from the early television series 
and features the soundtrack of 
the Nudge Nudge sketch with 
Eric Idle and Terry Jones. 



PD TOP TEN 

A-Animation S-Sound U-Utility G-Game M-Miscellaneous 



1 A Total Recall 

2 A Laurel and Hardy 

3 A Bruce Lee Slide Show 

4 A Viz Slide Show (Adult) 

5 U Game Music Creator 



6 G Star Trek 

7 M Budbrain Megademo 2 

8 A Digi Movie (Adult) 

9 M Sound of Silents 

10 A Probe Demo 




I NUMBER 1 IS 
| NUMBER 2 IS 
• NUMBER 3 IS 
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AMIGA Screen GEM Pack from £359.99 (incl.) 



Alcattaz 14.99 

Awesome 1 4.99 

Back to Future II 14.99 

Bad Blood 17.99 

Barbarian II (PSYG) 14.99 

Battle ot Britain 17.99 

Battle Command 14.99 

Battle Master 17.99 

Betrayal 14.99 

Billy the Kid 14.99 

B55 J Seymour 14.99 

Blood Money 8.99 

Buck Rogers 14.99 

Budakhan 14.99 

Cabal 14.99 

Cadaver 14.99 

Captive 14.99 

Champions of Raj 17.99 

Chase HO 14.99 

Chaos Strikes Back 14.99 



ANDREWS 
A 

COWAN 



Chess Simulator 11.99 

Combo Racer 14.99 

Conqueror 14.99 

Corvette 14.99 

Corporation 14.99 

Crimewave 14.99 

Damacles 14.99 

Days of Thunder 14.99 

Delenders of the Earth ...11.99 

Dragons Breath 17.99 

Dragons War 14.99 

Dragon Strike 17.99 

Dragons Flight 17.99 

Dungeon Master Ed 5.99 

Dungeon Master 14.99 

Double Dragon II 11.99 

Drakker 17.99 

Dragons Lair 26.99 

Dynasty Wars 14.99 

Eagle Rider 14.99 

Ecstacy 11.99 

Emlyn Hughes Int 14.99 

E.F.t.RO.t.am 11.99 

Flash Dragon 11.99 

F29 Retatiator 14.99 



F19 Stealth Fighter 

F16 Combat Pilot 

Falcon 

Final Battle 

Finale 

Flirt 

Flood 

Football Sim 

Frankenstein 

Gold of the Aztecs 

Golden Axe 

Heroes (Comp) 

Immortal 

Indy 500 

Interceptor 

Ivanhoe 

Iron Man 

Judge Dread 

Kick Off II 

Kilting Game Show 

Knights of Kristillion 

Larry II or III 

Lotus Turbo 

Lost Patrol 

Magic Fly 



17.99 
14.99 
17.99 
16.99 
14.99 
14.99 
14.99 
11.99 
11.99 
14.99 
17.99 
17.99 
14.99 
14.99 
17.99 
14.99 
17.99 
17.99 
14.99 
14.99 
17.99 
24.99 
14.99 
14.99 
14.99 



Maniac Mansion 14.99 

Ml Tank Platoon 17.99 

Monty Python 14.99 

Murder 14.99 

Midnight Resistance 14.99 

Midwinter 17.99 

Nitro 14.99 

Power Monger 14.99 

Rotor »14.99 

Rick Dangerous 2 14.99 

RoboCopll 14.99 

Simulcra 14.99 

Sly Spy 14.99 

Supremacy 1 7.99 

Shadow Warriors 14.99 

Slag Beast 2 20.99 

Snow Strike 1 4.99 

Speedball II 14.99 

Teenage Mutant Turtles .... 14.99 

Time Machine 14.99 

Total Recall 14.99 

Turrican 11.99 

voodoo Nightmare 14.99 

Warmonger 14.99 

Wrath of the Demon 26.99 



24 HOUR 
Ordering 
Service 



AFTER HOURS 
TEL: 

0493 851019/844504 



AMIGA A500 
Screen Gems 
£359.99 (incl.) 



Ext Drive £70.99 
+ 4 GAMES £79.99 



A500 1 meg upgrade 
£34.99 



1084S Colour 
Stereo Monitor 
£259.99 



TEL: 0493 331 377/33 1 388 



HUNDREDS MORE SOFTWARE 



"Offer available only while stocks last! Some titles may not be released at time of going to press. New store open at below address! 
Personal Callers welcome! ABOVE PRICES ARE MAIL ORDER ONLY Shop prices may vary. Please make cheques R0.S. payable to 
Andrews & Cowan. Postage and Packing £1 .00 on software, free on hardware. All prices include VAT Prices subject to change without notice. 

■fST Andrews & Cowan, South Market Road, Gt. Yarmouth NR30 2BQ. Q 



HANDiSOFT 



MAIL ORDER AMIGA GAMES 



Tille 


Price 


; ii, 


Price 


irifnM.l>-. n:?. 


IIM 


Lemmngs 




Awesome 


2499 


Lotus Turbo Espmt 


NUN 


Battle Command 


1699 


Ml Tank Platoon 


1999 


Beast 2 


2499 


Midnight Resistance 


1699 


Chase HQ 2 


1699 


Midwinter 


1699 


- CORPORATION 


14.99 


MUDS 


1699 


Cadaver 


1699 


Murder 


1699 


i:<n:;i 


1699 


IWnja Reml< 


1699 


• DAYS OF THUNDER 


MM 


Operation Stealth 


1699 


Death T(» 


1699 


Paradrotd 90 


1699 


Dragons Breath 


1999 


■ PLATER MANAGER 


15.99 


imtyn Hugnes int. Soccer 


1699 


Powermonger 


1896 


Escape Planet Robots 


1699 


lc. ■ C. jf j»: -ol 2 


1699 


F-l 9 Stealth Ftgfiter 


1999 


Robocop2 


1699 


F-29 Retaliator 


1699 


Shadow Warriors 


1699 


Flight ot the Intruder 


1999 


Speedball 2 


1699 


Gren*ns2 


1699 


Simutcra 


1699 


Gndlron2 


1699 


• SPORTING GOLO(Comp) 


1895 


GT J Rally 


1699 


Spiderman 


1699 


Hardball 7 


1699 


Supremacy 


1999 


hard Drivin' 2 


1699 


Team Suzuki 


1699 


tndy500 


1699 


Turr»can 


1699 


int Soccer Challenge 


1699 


• TV SPORTS FOOTBALL 


18.95 


iron Lord 


1699 




, 1699 


■ IT CAME FROM DESERT 


18.95 


• WINGS (1 Meg) 


16.99 


Ames Pond 


16.99 


Wrath ol the Demon 


1699 


K*k OH 2 -F-ial Whistle 


999 


Wonderland 


1999 


Kick Boeing 


1699 


Z-Out 


1699 



COMPUTE-A-RACE + ...£9.99 



tl you enjoy a duller on the fiorses and own an Amiga, then Compule-a-Race is an 
essential purchase Predicts results, tips horsescomputes Yankees and calculates 
return Still only £9.99. 



CHEQUES/P0 PAYABLE TO HANDISOFT 

HANDISOFT, 37 Hearsall Lane, Spon End. COVENTRY CV5 6HF 



HANDiSOFT HOT-LINE 
(0203)714091 




**r/s2 S7 y^EW ULTRA-LOW 
/ft (CZ/Ct NOISE DESIGN 

512Kb MEMORY-^ 

Our Incredible TOTAL 

price includes the clock H . . 

(S&S&W 3/ 00-95 

j TOTAL PRICE INCLUDING POSTAGE AND VAT I 

A totally NEW DESIGN from the makers of Britain's best selling 
Amiga expansion board. The AMRAM513 is smaller, and has 
higher safety margins than any other product. What's more 
it is designed to accept a further 1Mb low cost USER UPGRADE 
With a TWO year guarantee from Britain's long established ~ 
memory board specialists, who would consider anything else : 

Amiga 3.5" Drives 

With all the 
extra features 
you need:- 

Thru' Port 
Memory Saver 
Switch 

INCLUDING POSTAGE & VAT Extra long lead 




Commodore A500 latest 'Screen Gems' pack - £355 
Memory Chips for A590 - Pack of 4 (5 1 2Kb) - £25. 99 
A590 Hard Disk system for A500 £276.24 

| DEALER ENQUIRIES (ON trade letterhead) INVITED 



Alprco* 
hckKteVAT 



9am - 5.30pm 
Mon - Sat 



I U II 1 I i-rA We lobe VISA. ACCESS & STYLE Croal' Coras. 

lnpnOlinK Lta. r^ont St. West, BEDLiriQTon, J 

Northumberland NE22 5UB - Order Line (0670) 827480 




Music maestro 
Martin Walker 
shows us how to get 
by on limited mem- 
ory and the best 
way to produce 
chords with only 
four channels. 



There seem to be many soft- 
cos who still want game 
soundtracks to occupy just 
30K of memory (or less!) - it's cer- 
tainly possible, but don't expect 
very much variety in the music. 
With careful choice of samples that 
can be used in both a bass and 
lead lines less sounds can be 
used, but it's never a satisfactory 
alternative to having space for 
more interesting instrumental 
selections. Allocating 80K or more 
allows the musician to 'spread 
their wings' so to speak, and 
thankfully some products do boast 
huge soundtracks as a feature. 
With the ever increasing quality 
that graphic artists aspire lo, the 
atmosphere of the game needs 
even more carefully chosen aural 
accompaniment. It needn't take 
any more time (or money!) to pro- 
duce more varied music - just a 
more generous attitude towards 
memory allocation at the outset. 

For each Amiga soundtrack 
commission I always create new 
samples which appear in no other 



game: it is possible to shave a little 
time and money off a project by 
choosing from a 'pick and mix' 
selection, but reviewers and cus- 
tomers always remember and 
remark on the music that sounds 
different. This also precludes the 
use of public domain samples. It 
can be surprising how many 
games still have a similar selec- 
tion of dry gunshots and explosion 
effects tacked on at the end ot 
development, interspersed by 
agonising periods of total 
silence during play! 
Imagination is the key. 
word when producing 
any sounds; using 
your ears counts for 
more than any 
expensive piece of 
equipment. Mind 
you. I have been 
involved in electronic 
music for over 20 years, 
so my ears must be well 
trained by now! 

It is sad that so much piracy 
still goes on, particularly in the field 
of computer games. This some- 
times means that software houses 
are reluctant to supply musicians 
with development versions of the 
game to avoid any possibility of 
'leaks' (it appears that not every- 
body is a professional!) One can 
understand their worries, and 
videotapes of the game are a use- 
ful alternative, but nothing can 
compare with seeing the real thing 
before starting to write the music. 
The most enjoyable way to write 
that I have found to date is to get 
a free running ST demo of the 
game; then you can work on the 
Amiga version of the music while 
watching the ST version. It might 
seem a luxury, but otherwise the 
only other way to hear your music 
'in' the game is to record it onto 
cassette to play along with what- 
ever you are supplied. The 
completed game may not be pro- 
duced for some months, and I can 
still be surprised by which track is 
my favourite when I finally get to 
hear everything 'in situ'! 

Some months ago I had a con- 
versation with the designer of the 
TRACKMAN sequencer for the 
ST. When I told him that I now 



wrote music for computer games 
he assumed that I wrote every- 
thing using MIDI equipment, and 
then had a module for each com- 
puter that converted everything to 
run properly on the destination 
machines. If only I could! Using 
MIDI, each note is a separate 
event, even if part of a chord, and 
modern synths allow 16 or even 




\ 32 notes simultaneously. In 
practice the Amiga has four chan- 
nels, and most of the other 
machines have only three. Chords 
must always be produced by 
either sampling the whole chord at 
once, or in the case of lesser 
machines by multiplexing a series 
of notes in rapid succession to 
simulate the same thing. (It is pos- 
sible to sum two samples before 
sending them to each channel of 
the Amiga to provide eight 'chan- 
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CALL 0839 03 03 29 



FOOTBALL TRIVIA QUIZ 
0839 03 OS 30 



NAUGHTY TRIVIA QUIZ 
0839 03 03 31 



Charge/mm 13ptfWB(MB; **poO*e» 
OucMei f O Bom 3000 London N20 9R6 



nels overall, but this will degrade 
the sound quality to seven bits.) 

In addition to this, many 
'machines have different sound 
chips, and what may sound per- 
fect on one fails dismally on 
another; even though all of the 
notes are the same. This is 
because of the different wave- 
forms used; the square waves of 
the ST, Spectrum and Amstrad 
chip sound hollow and lifeless 
compared with the infinite vanely 
of the Amiga samples. One way 
to inject sparkle in this case is 
to run two channels in unison 
but with one slightly 
detuned. This creates a 
wonderful chorusing 
effect, but it does mean 
that the music must be writ- 
ten in a certain way to 
accommodate it. So, in 
practice, converting music 
takes a significant time if you 
want the best results on each 
machine. 

At long last the Amiga is 
appearing with greater regularity 
on the MIDI scene; during the 
past year many publishers have 
launched professional sequ- 
encers, voice editors and other 
music software onto the market, 
and I'm hoping to be able to bring 
you reviews of the latest products 
as they arrive. It's worth bearing 
in mind that although the ST still 
provides the lowest cost entry 
into the music scene when using 
a 99 mono monitor and needing 
no external interface, the Amiga 
has one unique advantage (as 
exploited by several sequencer 
packages so far) - support for IFF 
samples provides a stand alone 
system that doesn't need an 
external MIDI keyboard at all! 
This means that the sequencer 
can be used to write music alone 
at first until a MIDI keyboard is 
purchased, when the same 
songs can instantly use the 
external sounds instead (with no 
additional work!) This is certainly 
not the most important considera- 
tion in choosing a sequencer, but 
bear in mind that five years ago a 
stand-alone system with this sort of 
specification would have cost thou- 
sands! Progress indeed. 
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With a bewildering array of Amiga peripherals and software packages available, it's often diffi- 
cult to decide on that all important new joystick or printer. Help is now at hand with the 
definitive CU guide to help you get more out of your Amiga. Each month we'll be reviewing the 
very best in books, disk copiers, stereo speakers, disk drives, and other important accessories. 



UTILITY SOFTWARE 



PROJECT D 

Project D is basically a disk 
copier program. There are 
other functions included as 
well, such as the disk editor 
which allows you to examine 
and modify data on the disks 
from AmigaDOS level right 
down to the raw MFM level. 
Not only does Project D allow 
you to back-up unprotected 
disks, it also allows certain pro- 
tected disks to be copied as 
well. It will even copy disk for- 
mats from several non-Amiga 
operating systems, such as 
Atari ST. MS-DOS. C/PM and 
Xenix. These will only copy to 
the same formats of course, 
not translate to Amiga formats. 
You can make multiple copies 
of disks, although since this 
program is primarily intended 
to make back-up copies for 
your own use, the inclusion of 
this facility is somewhat dubi- 
ous. CU would like to make it 
perfectly clear that we don't 
condone software piracy in 
any shape or form. 
Verdict: A moderately fast disk 
copier with a good disk editor 
and some extra facilities you 
may find useful. 

Evesham Micros (0386 
765500) Price: £57.50 

AMOS 

Billed as 'The Creator', AMOS 
Basic is designed to make pro- 
gram creation easy - or at least 
easier than doing everything from 
scratch. Because the Amiga is 
quite a complex machine, anyone 
upgrading from a computer like 
the C64 suddenly found them- 



selves in difficulties when they 
tried to use all the fancy features. 
While AmigaBASIC has com- 
mands to handle many of the 
Amiga's features, to write even a 
half decent game was difficult. 
AMOS allows programmers to 
concentrate on the design of the 
game, without worrying too much 
about how the fancy effects are 
actually achieved. With over 500 
commands, the AMOS Basic lan- 
guage gives you a power over the 
Amiga only previously available to 
the most dedicated programmers. 
In addition to the AMOS program 
there are a number of utilities that 
come with it. These include a 
sprite editor, a sprite grabber 
(which allows you to create a 
sprite from any IFF format pic- 
ture), a background screen 
designer, and a very handy HELP 
facility which can be loaded into 
memory for use while you are run- 
ning AMOS. Also included is 
AMAL, an animation language 
which allows you to generate 
smooth animation sequences for 
inclusion in your AMOS programs. 
Animation speeds are quite 
impressive. There are one or two 
problems if you own an A,1 000 with 
expansion memory; some of the 
screen displays go haywire and 
the system crashes frequently. 
These occured while running all of 
the 4 demo programs supplied as 
examples. A500 owners shouldn't 
suffer from these problems 
though. 

Verdict: You still need the original 
ideas in order to write a games 
program, but AMOS will make it 
much easier to achieve a cred- 
itable end result. A must for 
budding games writers 

Mandarin Software 
(0625 878888) 
Price: £49.99 



K-SPREAD 3 AND 
K-SPREAD 4 

Reknowned for their application 
software, Kuma have now 
extended their range with K- 
Spread 3 and K-Spread 4, two 
professional sporead sheet sys- 
tems. The systems are billed as 
some o fine most professional to 
hit the Amiga, and can load and 
save DIF, Lotus, ASCII, WKS and 
WK1 files, and the systems are 
fully WIMP operated for user- 
friendliness. Each package sports 
over two-hundred functions and 
cover database, logical and finan- 
cial handling, and time and date 
calculations. There is also a facil- 
ity to define your own functions to 
suit your needs. These can then 
be added to the system's menu 
system. Files can be loaded, 
swapped and comapred and the 
system automatically senses 
whether it is a numeric or text file 
it is handling. 

K-Spread 4 can do all this, but also 
has macro and graphic facilities, 
which allow you to string 
sequences togteher and provide 
graphs of your details respec- 
tively. In addition, the graphs can 
be summoned and redrawn via 
the F keys. Both come with a War 
"And Peace-size manual, and are 
available now. 

Kuma 

Price: £79.95 (K-Spread 3) and 
£99.95 (K-Spread 4) 



THE DIGITAL 
MUSICIAN 



Thalamus are normally associ- 
ated with their fast all-action 
shootem-ups, butwith TheDigital 
Musician they take a brave step 



into the field of music software. 
Written by Softeyes, The Digital 
Musician is a complete package 
that takes you by the hand and 
guides you through the difficult 
stages of making music. Amongst 
its many features, it offers music, 
sample, pattern, and song editors, 
and claims that, despite its many 
features, it is extremely user- 
friendly. It also sports a MIDI 
option. The manual is extremely 
easy to follow, and punters about 
to enter the world of music pack- 
ages, should give this a whirl. 

Thalamus 
Price: £29.99 



ACCESSORIES 



SOUNDBLASTER 

Ever wanted arcade-quality 
sound from your Amiga? if so, then 
Manchester's Siren Software 
have come to your rescue. 
Soundblaster is a new device 
which allows you to hook your 
Amiga up to two fifty watt speakers 
for better sound quality. The 
speakers look like they've been 
nicked out of a car, but they make 
your games sound out of this 
world. The main device plugs into 
the back of your machine, and it 
sports buttons which allow you to 
alter the balance and change the 
volume of the output. In addition, 
Siren are also giving away a pair 
of stereo headphones with the 
device so that if your Xenon II 
exploits get too loud for your 
neighbours' liking, you can plug in 
and still benefit from the improved 
sonics. 

Siren Software 
Price: £52.99 
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MINI-AMP II 
STEREO SPEAKERS 

If you don't have your hi-fi 
stereo syslem in the same 
room as your Amiga or you 
don't have a stereo monitor, 
then you could be missing out 
on some superb sound. The 
Mini-amp II consists of two 
rectangular speaker units and 
a volume control box. There is 
also a lead to plug into the 
serial port, for power. By 
placing a speaker either side of 
the TV or monitor, you get the 
full stereo effect of games, 
music programs and those 
excellent demo disks that are 
always appearing on the PD 
market. One problem is the 
very short lead between the 
Amiga and the volume control 
box, which means if you use 
something like the A500 
Control Centre then it is difficult 
to adjust the volume. 
Verdict: If you don't already 
have a stereo sound facility 
then give this serious consid- 
eration. 

Trilogic (0274 678062) 
Price: £19.99 

THE PHASER 

This device taps into the internal 
and external drive signal lines of 
the Amiga and enables the user to 
see exactly what happens when 
the computer accesses the disk 
drive. It comes in a smart white 
and grey plastic box, and mea- 
sures 3 inches wide by 6 inches 
long and 1 1 /2 inches deep. 
The unit can be plugged into the 
external drive socket of the Amiga 
and has four independent func- 
tions, each one indicated by at 
least one high intensity LED. Two 
LEDs indicate which side of the 
disk is being written too or read 
and another lights up when the 
computer is accessing the exter- 
nal drive. A useful write protect 
switch at the back of the unit will 
write protect disks in all drives, 
even if the disks themselves are 
unprotected. This will stop all 
viruses from being written to any 
disk. 

The most important feature of this 
unit is in detecting viruses. For a 
virus to be destructive, it must first 



write to the disk. The write light of 
the Phaser will flash on at any time 
the disk is being written to. Boot 
block and Link viruses both write 
to disk within 10 seconds of 
switching on the computer. All you 
need lo do is watch the indicator 
and if it lights you've got a disk 
virus. 

The Phaser costs £34.95 plus 
£1 .25 p&p direct from the inventor. 
Please make all cheques payable 
to John Dudley and send to: 118 
MiddleCrockerford, Basildon. 
Essex. SS16 4JA. 



A500 CONTROL 
CENTRE 

If you are fed up with all the 
wires coming out of the back of 
your Amiga and the fact that 
the monitor (or TV) has to sit 
well behind the computer to 
avoid fouling the plugs and 
leads, then the solution is at 
hand. The Control Centre fits 
over the rear of the A500 and 
gives a large surface for the TV 
or monitor to stand on, directly 
above the computer. There is 
also a small, full width shelf 
which will house extra disk 
drives, papers, and disks. 
Since the joystick and mouse 
ports are now tucked away 
underneath the unit, two leads 
connect from the back of the 
Amiga to two sockets on the 
side of the Control Centre so 
that the mouse and joysticks 
can be easily removed or 
replaced. The whole unit is 
made of metal so will take vir- 
tually any weight of monitor or 
TV. The unit comes In two 
parts, but needs only four 
screws to assemble, plus the 
fitting of two 9-pin sockets into 
their holes in the side. 
Verdict: If you have your A500 
permanently installed some- 
where then this is an ideal unit 
to keep everything neat and 
tidy. 

Premier Micros (0480 300738) 
Price: £49.95 

GS4500 SCANNER 

Datel have improved on their 
GS4500 hand scanner and the 



result is an even clearer image, 
thanks to the custom LSI chip that 
has been added. Continuing these 
improvements, they have also 
added to the scanner's software 
and it now features the ability to 
merge two scans, along with a 
number of new editing com- 
mands. In addition, Datel are now 
bundling the scanner and soft- 
ware with Photon Paint Illustrator, 
making it one of the better value 
scanners around. 

Datel 

Price: £169.99 



ACTION REPLAY 
MK III 

Also from Datel is the new, 
updated Amiga Action Replay ^car- 
tridge. The new MK II version still 
has all the facilities that the first 
one had, but has had a Music 
Sound Tracker, instant DOS com- 
mands, a boot selector, and an 
Autofire manager added making a 
powerful and extremely useful 
development tool. Also, for people 
who feel the need to save screens 
from their games to show off high- 
scores and the like, whereas the 
first unit required a bit of hassle as 
you tried to get it to save as an IFF 
file, the new software saves it 
down as IFF straight away. 
Similarly, snatched music is saved 
straight to DOS. A few other rough 
edges have been smoothed off, 
too, and there is also a version out 
which will fit the A2000 which 
costs ten quid more than the price 
listed below. 

Date! 

Price: £59.95 



MINIGEN 



A mini-genlock device to 
allow you to combine a TV (or 
VCR) picture with the display 
from your Amiga. This is a 
budget model aimed directly 
at the home market and 
means that you can now use 
the Amiga to title and even 
interact with your home 
videos. The unit is the same 



size as the TV modulator box 
and plugs into the same 
socket. There is a three posi- 
tion switch which displays the 
Amiga graphics only, the 
video signal only, or a com- 
bined picture. In the 
combined picture the video 
•signal replaces the back- 
ground colour on the Amiga 
screen. Thus a coloured title 
on a plain background will 
show up as a coloured title 
superimposed on your video 
picture. The output signal 
from the Minigen is compos- 
ite video so if you are used to 
using an RGB monitor the 
combined picture will lose 
some of the fine detail of the 
Amiga screen. 
Verdict: If you are into home 
videos in a big way then this 
is well worth considering. 

Applied System 
Developments Ltd. 
Price: £115 



AUDIOMASTER III 

Famed for their Expert cartridge, 
Trilogic return to the field with a 
new Amiga sampler. The 
Audiomasterlll software is billed 
by the company as the 'finest 
piece of sampling software 
available for the Amiga', and it 
runs on any 51 2K machine, 
although those of you with extra 
memory can take advantages of 
a few additional features. 
Amongst the many features, 
there is a CD simulator for 
crisper sound, and it can also 
sample at an impressive 52.6K 
samples per second. Also, 
adding to the software's value, 
Trilogic are throwing in a free 
MK2 Stereo Sampler. This use- 
ful piece of kit complements the 
new software and can handle 
the fast sample rate at over 1 00K 
a second. Audiomaster III also 
houses a state-of-the-art sam- 
pling chip. For a measly extra 
fifteen quid, Trilogic have added 
a printer through port to avoid 
any annoying pulling of cables, 
allowing the sampler to be kept 
plugged in all the time. 

Trilogic 
Price: £99.99. 
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iDDITIONALS 



BUSINESS SOFT 



INFOFILE 



This useful software acts as a 
database manager and can 
organise sound graphics and 
information into easy-to- 
access bite size chunks. With 
InfoFile you can store and 
organize addresses, phone 
numbers, and fax numbers of 
all your business contacts, 
clients and friends. It can also 
help with basic business 
accounts - expenses and 
inventory for your small busi- 
ness or home can easily be 
maintained. 

InfoFile comes with ready- 
made database templates 
already designed for the most 
common uses for storing infor- 
mation. The Template Disk 
containes templates for 
addresses, your cheque book, 
church and country club (!) 
activities, expense reports, 
inventory, libraries for books, 
music, video, real estate list- 
ings, staff members, and even 
one for keeping track of your 
work out sessions. 
InfoFile is also capable of stor- 
ing and diplaying any IFF 
graphic file created from 
Fusion Paint, Deluxe Paint, 
DigiPaint, or any other IFF 
compatible painting or digitiz- 
ing program. Additionally, the 
utility can also store and play 
any IFF digitized sound file 
created by Future Sound, Pro 
Sound Designer or any other 
IFF compatible sound digitiz- 
ing program. 

We'll have a full review next 
issue. 

For further information write to: 
The Disc Company, 60, rue 
Marcel Dassault. 92100 
Boulogne-Billancourt, France. 
Price: £49.95 



EDUCATIONSOFT 



FUN SCHOOL 3 

Database continue their Fun 
School 3 series with the addition 
of three more packages. Each 



aimed at a different age group, 
there are learning games for 5-7 
year olds, over 5s and over 7s. 
The games are very simplistic and 
involve elementary puzzle solv- 
ing, but they are bound to please 
the younger members of the 
household who maybe don't get to 
use the computer very often. The 
presentation is about as good as 
you are going to get, with colourful 
and simplistic sprites brightening 
it up and making the games fun to 
look at - vital if you want to keep 
a kid's attention for more than fif- 
teen minutes. In all, these 
packages are well worth a look, 
they should keep their respective 
age groups going for a while, and 
with six games per package, they 
probably won't get bored too soon . 
Well worth a gander. 



on their classroom TV screen 
in full colour and stereo sound, 
complete with text, graphics 
and motion video. 
By linking the presentation of 
audio and visual info to their 
responses, students are able 
to work at their own pace and 
teachers can tailor programs 
to individual needs. 



JOYSTICKS 



'those aliens. There are no less 
than 4 big red fire buttons, two 
either side of the stick. 
Combined with a variable rate 
auto-fire control, this means 
that it can be used comfortably 
by virtually anybody, either left 

or right handed. 
Verdict: Although expensive, 
this is the one I'd use. 
Euromax (0262 601006) 
Price: £26.40 



Database 

Price: Not available at presstime 



NEWS SOFT 



Derbyshire schoolchildren will 
soon be experiencing 
Japanese culture and lan- 
guage without leaving their 
classrooms - thanks to a tech- 
nological breakthrough by 
Commodore. 

Commodore's revolutionary 
CDTV combines the technolo- 
gies of the computer and the 
compact disk with an ordinary 
television. The Derbyshire 
scheme is part of the CDTV 
pilot marketing prior to its 
launch in Spring 1991. Japan 
World is the first dedicated 
educational program for the 
new machine and was devel- 
oped by Global Learning 
Systems Ltd and Derbyshire 
County Council following 
Toyota's decision to build a 
£700 million car assembly 
plant in the county. 
Commodore will be supplying 
CDTVs to the secondary 
schools taking part in the 
scheme, which is designed to 
foster a better understanding 
of the Japanese language and 
culture. Using a simple infra- 
red remote control unit, the 
Derbyshire schoolchildren will 
be able to ecxperience Japan 



RACEMAKER 

An unusual joystick in that it is 
shaped like the control han- 
dles on an aircraft, with fire 
buttons on the tops of the two 
handgrips. It also has a vari- 
able rate auto-fire capability 
controlled by a rotary switch on 
the base. Although it looks as 
though it will give proportional 
control it is a straight on-off 
type joystick and doesn't give 
a very firm feel, particularly in 
the up/down directions. Great 
fun to use for car race games 
and flight simulators. 
Verdict: Definitely has appeal, 
but a little pricey. 



Euromax (0262 601006) 
Price: £36.75 



ULTIMATE RAPID- 
FIRE 

This wide base, metal shafted 
joystick will really let you kill 



QUICKSHOT II 
PLUS 

The old. trusty QSII joystick 
has been given a new lease of 
life by the inclusion of new 
micro-switches which give a 
much more responsive feel. In 
the past, the Quickshots have 
been heavily criticised for their 
lack of strength and respon- 
siveness, and the addition of 
the switches should ensure 
that they have a more positive 
feel and that they last a lot 
longer than their switchless 
predecessors. Also, at the sur- 
prisingly low price, this is 
definitely a worthwhile buy for 
Christmas. 

Verdict: A new version of an 
old favourite which is good 
value for money. 



Spectravideo 
Price: £7.75 



WE'RE TALKING ABOUT YOU. . . 

ADDITIONALS OFFERS THE READER A CONCISE YET COM- 
PREHENSIVE GUIDE TO AMIGA UTILITIES. PERIPHERALS. 

MUSIC AND GRAPHICS PACKAGES. 
ITS EASY-TO-READ. DOESNT DRONE ON. YET IT PACKS IN 

THE FACTS. 

PLEASE HELP US MAKE THIS SECTION EVEN BETTER BY 
KEEPING OUR REVIEWERS INFORMED OF YOUR PRODUCT 

UPDATES. 

WRITE TO US NOW. MARK YOUR LETTERS FOR THE 
ATTENTION OF TONY DILLON 
c/o ADDITIONALS, CU AMIGA, 
PRIORY COURT, 
30-32 FARRINGDON LANE, LONDON EC1R 3AU. 
WE'RE WAITING. . . . 



17BIT SOFTWARE 



PROUDLY PRESENT 

The ORIGINAL 17BIT Update Disk 

Often copied but never equalled, the disk features all that you've come to expect 
from 17BIT and more! Every issue contains great sound, music, utilities, the 
latest PD news and the unique 17BIT style and humour. Now edited by Martyn, 
the original founder of the update and compiler of thousands of PD disks over 
three years. 

SENSATIONAL VALUE AT JUST £1 PER ISSUE!! 
NOW AVAILABLE: THE ALL-NEW UPDATE 16 



17BIT PD NOW CONTAINS NEARLY 1,400 DISKS!!! 



AVAILABLE SHORTLY: EXCELLENT PAPERBACK CATALOGUE CONTAINING DETAILS OF17BIT, 

FISH, AMICUS, AMIGAN, TBAG, AMOS PD, SCHEME 17, LICENSEWARE, NEWSFLASH 
(Official Amos PD disks, as compiled by M. Brown of 17BIT for APDL & Mandarin, ALL lates! disks available!) 

HAPPY NEW YEAR! 17BIT PD Disks now ONLY £1.50!! 
GREAT SERVICE • GREAT CHOICE • GREAT PRICES 



Now Also Available from 17BIT: 



NEWSFLASH 



The World's Premier 
Disk based Magazine! 
2 Disks Each Issue. 



Each action packed 2 disk issue contains the very latest and greatest in Amiga material from the very best 
artists, musicians, programmers and personalities. You'll find exclusive material and programs including great 
AMOS routines, machine code routines & advice, software news and reviews and a good deal of humour. 
Newsflash is the only publication in the entire world to bring together the cream of talent from each country 
each issue! 

NOW READ & DISTRIBUTED IN 20 COUNTRIES WORLDWIDE! Including America, Australia and Europe! 

NEWSFLASH ATTRACTS RAVE REVIEWS: 
"If you've never seen Newsflash, you don't know what you're missing..." - Jason Holborn, NCE Issue 104 
"Excellent Value For Money" - Micronet "Highly Recommended!" - Phil South, Computer Shopper 
"The Best!" - Francois Lionet (Author of Amos, also a contributor!) BUT MAKE YOUR OWN MIND UP 

Incredible Value at ONLY £2.99 (2 Disks) 

ISSUE 15 INCLUDES PROTRACKER 1.0C, FANTASTIC ART, MUSIC, DEMOS, UTILS AND 
HUMOUR PACKED ONTO 2 QUALITY DISKS. DONT MISS OUT!!! BACK ISSUES AVAILABLE. 
SIX MONTH SUBSCRIPTION ONLY /T5H (ONE ISS 
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17BIT PD PACKS 



GRAPHICS PACK, DEMO PACK, 
MUSIC PACK, GAMES PACK, 
1 MEG PACK & ADULT PACK. 

ALL PACKS CONTAIN SEVEN SUPERB DISKS - £11 

Phones manned until 8.00pm Monday-Thusday. 
Access, Visa & Switch Orders Accepted. 
Find out why we're "That bit better than the rest!" 



SEVENTEEN BIT SOFTWARE 

DEPT. CU.PO BOX 97, WAKEFIELD. 
WEST YORKSHIRE, WF1 1XX 
TELEPHONE/FAX: 0924 366982 
NOW INTO OUR 3rd YEAR! 
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TOP 10" DISKS SUM" mimsmeo. 
PHONE NOW FOR „, 
FULL LISTINGS) E9.WJ 

GAMES SET 1 5D**Sei 

RISK. MONOPOLY. TETRIS. 

2 k 10 FANIASHC GAMES „ A „ 

DISKS.. 23 GREAT GAMES! E4.95 

GAMES SET 2 5 Oak Set 

STAR TREK 1&2. COLOSSAL 

WORLD AOVENTURE, 

8ATTLEF0RCE, TENNIS. 

MOMIA E4.95 
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TOP 5 DEMO's 
Updated Da»y 

UTILITIES SET 

MESS* DOS. POWER 
PACKER. VIRUS 
KILLER. FUflOPA 
DISK. ARPlBritUarrth 

BUSINESS PACK 
BANK, SPREADSHEET, 
DATABASE WOROWRIGHT . 
AMIGA SPELL . CLERK 



SOtakSet 
£4.95 

SDiskSvl 



£4.95 
5 Oak Sol 

C4.9S 
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A500 
A IN/1 1 <^ > 

'SCREENGEMS^ 
Sid- Amiga ASOO with 
'somo Great Now Software.. 

C TO THE FUTURE 
BEAST II, DAYS OF THUNDER, 
NIGHTBREf D, DELUXE PAINT II 
tjt PLUS AMAZING 20 GAME PACK 

#*e«£ 1/*/u* *%£*,.. 
SCREENGEMS TRACK P^^ K 
As above but with a ^RACKPAK oxclasivo to 
Track Computers.. .YOU aet EXTRA VALUEI 
BACK TO THE FUTURE 
DAYS OF THUNDER, 
DELUXE PAINT 

1 -Disk Siorago Box, 1 -Mouso Mat 
1 -Joystick, 1 -Dust Cover, 
S-PD Disks* , 5 Blan 
Disks, Free Track 
Membership 



II, BEAST II, 
NIGHTBREED, 
-JO GAME PACK 
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MUSIC 5 Of* Set 

PROGRAMS 
GAMES MUSIC CREATOR. 
SOUNDTRACKFH (AH Ver«), 
0KTALI2ER (8 Cnaomrti), 
N01SE7HACKER V? (Mull 
Conipallble) M E. D 



f4.95 



Highly Recommended! 

MUSIC SAMPLE FILES 

IFORABOVf} 99p Ea. 



GRAPHICS 5 0** Set 

MANDlEBROT MOUNTAINS, 
MANDKBROT SHOW 
GRAPHICS UTILITY DISK. 
VI0E0 APPLICATIONS 
DISKS 1 A ?, Proos lot flM 
Grapttct Emtiusiasl E4.95 

ANIMATION SET SDnkSet 
SOOT, SPACE CHASE (Gt«ll). 
STEALTHLY ?. STAR TREK _ 
MANOEUVRES. THE RUN E4.85 



A500 

rviic 

r SOFTWARE/ 
ESS <Z> RIE 

At TRULY FANTASTIC 
price-* from Track 

r SUPER6ASE PERSONAL (rrp £59.95) i 1 5.00^ 

SUPERBASE II frrp£99.95J£W.T$ 
"SUPERBASE PROFESSIONAL & SUPER PLAN (rrp £350.00) S 1 «MS 

BBC TRANSFER UTILITY A Red Translation Program to get those 
BBC files to an Amiga, complete with cable to link both machines together. 
TRACK BBC TRANSFER UTILITY * BBC EMULATOR S/W E4T.M ' 



S12K MEMORY UPGRADf 
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OLD FAVOURITES SOOkSet 
PUGGS IN SPACE. SPACE ACE 
1 1 ASH OIGl CONCERT 3. RED 
SECTOR MEGA DEMO T ft 2 E4.9& 
LANGUAGE sotsks* 

NORTH C. S0ZAB0N C. PASCAL 

COMPILER. C UTILITY DISK. 

VC > A66K ASSEMBLER E4.9S 

EDUCATION 1 10 5 5 Dm* Set 

The BHIMBtQ education oroundf 4.95 
learn ft Play 1-2 fum** T%) 99 p Ea 



[TRACK COMPUTER SYSTEMS 

epartment CUA/FP3 
IB locksmiths Yard 
Sadler Gale Derby DEI 3PD 
Telephone: (0332) 41817 
FAX No: (0332) 44001 
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! GODEN JOYSTICKS 

si™ mprT w a !°^ hiZZ ? y ', bU ' 3 |' lhe And as we ' re ,he 9 enerous tVP* we ll them to- 

s^srf™ sssss^ssssa*-. ssvssr— 

Persia, Rotox. Lost Patrol, Their Finest 

Hour, Turrican. Midnight Resistance or BEST GRAPHICS IN A GAME 

some other gem of a game? The 

choice, as they say. is yours. Just fill in BEST SOUNDTRACK 

the following categories and send them 

to us at CU Amiga. BEST SIMULATION 

Your votes are crucial in deciding 

who wins the famous Golden Joystick BEST c O'N-OP CONVERSION 

Awards - the only awards given to the 

software industry that are chosen by the GA ME OF THE YEAR 

people who buy and play their games. 

The votes we receive will be counted HARDWARE MANUFACTURER OF THE YEAR 

along with those of C&VG, ACE, The 

One, Sinclair User, Mean Machines, and SOFTWARE HOUSE OF THE YEAR 

PC Leisure and combined to make the 

biggest reader's poll in the gaminq BEST ADVERTISEMENT 

world 



■51 



F^JJLI'S OUT AND G,VE ,T TO YOUR NEWSAGENT 



You've nobody to 
kick but yourself 



. . .if you don't tell your local newsagent to reserve you a 
copy of the month's reddest read. So cut this out, hand 
it over and relaaaaax. . . 



Please Mr Newsagent reserve me a copy of 
CU. AMIGA every month 

Name 

A d dress 




■ 
I 
I 
I 
■ 
I 
■ 
I 
I 
I 



I 
I 
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NOW IN BRITAIN "AMIGA DIRECT" EUROPE'S TRAILBLAZING AMIGA CLUB, MORE THAN 10,000 
MEMBERS. DUE TO OUR INTERNATIONAL NETWORK (HOLLAND, BELGIUM, GERMANY USA & 
ENGLAND) YOU CAN NOW SAVE HUNDREDS OF POUNDS ON RECOMMENDED RETAIL PRICES. 
YOUR ONLY COMMITMENT IS TO PAY £10 FOR ONE YEARS MEMBERSHIP WHEN YOU JOIN, YOU 
CAN CHOOSE OUT OF 3 FREE GIFTS: 1. PIONEER PLAGUE (FIRST GAME WITH HAM 4096 
COLOURS, RRP £24.99) 2. MOUSEPAD 3. MARAUDER II, THE NR.1 COPY PROGRAM IN THE 
USA. YOU WILL ALSO RECEIVE 4 TIMES A YEAR A FREE COLOUR CATALOGUE, DISCOUNTS ON 
CERTAIN UK COMPUTER SHOWS ENTRANCE FEES AND SPECIAL OFFERS AT UNBEATABLE 
PRICES. NO OBLIGATION TO BUY!!! HOWEVER AT OUR UNBEATABLE PRICES YOU CANT RESIST. 

PERSONAL CALLERS WELCOME 



TOP 1 00 AMIGA GAMES T RAM expansions 



MEMBER RRP 

A10 TANK KILLER 24.99 39.99 

AMOS GAMES CREATOR 24.99 49.99 

AWESOME 19.99 34.99 

ARMOUR GEDDON 13.99 24.99 

ATFII 9.99 24.99 

BADLANDS 10.99 19.99 

BATTLE COMMAND 13.99 24.99 

BACKGAMMON ROYALE 13.99 24.99 

BLITZKRIEG 18.99 29.99 

BOMBER BOB 13.99 24.99 

BACK TO THE FUTURE II 13.99 24.99 

BUG BASH/NUCLEUS 4.99 12.99 

BETRAYAL 18.99 29.99 

CADAVER 13.99 24.99 

CARTHAGE 13.99 24.99 

CHAOS STRIKES BACK 11.99 24.99 

CHASE HQ II 13.99 24.99 

CHRONOQUESTII 6.99 29.99 

CODENAME ICEMAN 21.99 39.99 

COLONELS BEQUEST 19.99 39.99 

CONQUEST OF CAMELOT 19.99 39.99 

DICK TRACY 13.99 24.99 

DUNGEON MASTER 13.99 24.99 

ELVIRA 18.99 29.99 

EPIC 18.99 29.99 

F19 STEALTH MISSION ??.99 29.99 

FINALE 13.99 24.99 

FLIGHT OF INTRUDER 18.99 29.99 

FLIGHT SIMULATOR II 19.99 34.99 

FINAL COUNTDOWN 9 99 24.99 

FINAL WHISTLE 8.99 12.99 

FOOLS ERRAND 12.99 24.99 

GAZZAII 13.99 24.99 

GOLDEN AXE 12.99 19.99 

GREMLIN II 9.99 24.99 

HARD DRIVIN' II 13.99 24.99 

HARLEY DAVISON 1799 29.99 

HARPOON '8.99 29.99 

HEROES QUEST 24.99 39 99 

INDY500 14.99 24.99 

INT. SOCCER CHALLENGE 11.99 24.99 

KICK OFF II 12.99 19.99 

KILLING GAME SHOW 9.99 24.99 

KINGS QUEST IV 19.99 29.99 

LOTUS ESPRIT TURBO 13.99 24.99 

LEMMINGS 13.99 24.99 

LEISURE SUITE LARRY III 21.99 39.99 

LOOPZ 13.99 24.99 

M1 TANK PLATOON 14.99 29.99 







MFMRFR 


RRP 




MINUuAMCo 


n qq 


74 99 




MIPHT Ml INTFR 


14 QQ 


?4 QQ 




• lit" (1 M 


11 QQ 

1 1.33 


1Q QQ 




HA DP 


11 99 


94 QQ 




IIIKI IA DCMIY 

NINJA KtMlA 


1.3.33 


OA QQ 


-* 


UDl 1 Uo 


1799 

1 1.33 


14 QQ 




ntiiMifpnu rnwQPiRfirv 
UMNICHUN LUNorln«l,T 


11 QQ 


?d QQ 




OOPS UP 


13.99 


?A QQ 




ORIENTAL GAMES 


11.99 


OA QQ 




OPERATION STEALTH 


19.99 


?QQQ 

£3.33 




OPERATION HARRIER 


15.99 


24.99 




POWERMONGER 


1899 


29.99 




POWER PACK 


18.99 


29.99 




PANG 


13.99 


24.99 




OPERATION SPRUANCE 


9.99 


24.99 




POLICE QUEST II 


19.99 


29.99 




PRINCE OF PERSIA 


14.99 


24.99 




R0BOC0P2 


14.99 


24.99 




ROGUE TROOPER 
SHAOOWOF THE 


9.99 


24.99 




BEAST II (+T-SHIRT) 


19.99 


34.99 




SPACE ACE 


2799 


44.99 




SPACE QUEST III 


19.99 


29.99 




SIMULCRA 


13.99 


24.99 




SPEEOBALL II 


13.99 


24.99 




SPELLBOUND 


6.99 


19.99 


-» 


STUN RUNNER 


10.99 


19.99 




SUPER OFF ROAD 


12.99 


19.99 




SUPREMACY 


19.99 


29.99 




STREET HOCKEY 


11.99 


24.99 




SHOCKWAVE 


9.99 


24.99 




TOTAL RECALL 


14.99 


24.99 


-» 


THE SPY WHO LOVED ME 


9.99 


24.99 


-» 


TONAK THE WARRIOR 


9.99 


24.99 


-> 


TEENAGE MUTANT 








NINJA TURTLES 


13.99 


24.99 




TOURNAMENT GOLF 


13.99 


24.99 




TEAM SUZUKI 


13.99 


24.99 




TIME WARP 


24.99 


44.99 




TEAM YANKEE 


18.99 


21.99 




TOYOTA CELICAGT 


13.99 


24.99 




ULTIMA V 


19.99 


29.99 




ULTIMATE RIDE 


18.99 


2999 




UMSII 


18.99 


29.99 




WINGS 


18.99 


29.99 


-» 


WHEELS OF FIRE 


16.99 


29.99 




WOLF PACK 


18.99 


29.99 


-» 


WORLD CHAMP'SHIP SOC'R 9.99 


24.99 




WONDERLAND 


15.99 


24.99 




WRATH OF DEMON 


24.99 


44.99 


-* 


YOLANDA 


9.99 


24.99 



A500 512K * CLOCK * ON/OFF SWITCH £29.99 

• A500 8Mb CARD (2Mb RAM) £199.99 

With 4Mb £299.99 

With 6Mb £389.99 

With 8Mb £489.99 

• A2000 8Mb CARD (2Mb RAM) £189.99 

With 4Mb £289.99 

With 6Mb £379.99 

With 8Mb £479.99 

• A1000 2Mbyte CARD £199.99 



DISK DRIVES 



• 35" INTERNAL A2000 £44.99 

• 3.5" With DIGITAL TRACK DISPLAY £64.99 

-» • 3.5" CUMANA EXTERNAL £49.99 



I 



• 5.25" EXTERNAL 40/80 TRACKS £69.99 

• 5.25" With DIGITAL TRACK DISPLAY £84.99 

• ALL EXT. DRIVES WITH THRU PORT & ON/OFF SWIT( 



MUSIC 



RRP MEMBERS 

• AMAS- MIDI -DIGITIZER £99.99 £79.99 

• FUTURE SOUND STEREO DIGITIZER . £79.99 £59.99 

• MASTER SOUND AUDIO DIGITIZER... £34.99 £24.99 

• MIDI INTERFACE - 

2 MIDI OUT/IN/THRU £24.99 £17.99 

• PERFECT SOUND 3.0 -NEW VERSION . £69.99 £49.99 

• SOUND EXPRESS STEREO 

DIGITIZER £39.99 £29.99 

SOUND BLASTER (Including 
TWO STEREO SPEAKERS) £54.99 






SPECIAL 
OFFERS 
EVERY MONT 
TOP 30 




ALL 
PRICES 
INCLUDE 
VAT 



4 WHITTON ROi 
TWICKENH/ 
MIDDLESEX TW1 11 
ENGLAf 
TEL. (44) 081-891-671 
FAX (44 081 -892-81 1 



PKOFESSIONAL SOFTWARE 



CAD CAM 



INTRO CAD 

PROFESSIONAL DRAW 2.0 
X CAD DESIGNER 
XCAD PROFESSIONAL 
CALIGARI CONSUMER 
BOARDMASTER PCB 
MODFI I FR an 



COMMUNICATIONS 



MEMBER RRP 

39.99 59.99 
79.99 129.99 
59.99 114.99 
149.99 459.99 
119.99 19999 
49.99 89.99 
49.99 79.99 



A TALK III 

BBS PC BULLETIN BOARD 
BAUD BANDIT 
SKYLINE BBS SYSTEM 



MEMBER 

49.99 
59.99 
24.99 
59-99 



RRP 

89.99 
59.99 
39.99 
119.99 



DESK TOP VIDEO & GRAPHICS 



•4 ANIMAGIC 

ART DEPARTMENT 
BROADCASTER TITLER II 
DELUXE PAINT III 
DESIGN 3D 
DIGIPAINT III 
ELAN PERFORMER 2.0 
LIGHTS, CAMERA & ACTION 
PAGE FLIPPER FX PAL 
PAGE RENDER 3D 
PRO VIDEO POST 
3D PROFESSIONAL 
IMAGINE 
SCULPT 3D XL 
SCULPT 4D JUNIOR 
SCULPT 4D 
TURBO SILVER 3D 
TV TEXT PROFESSIONAL 
WALT DISNEY ANIM. STUOIO 



MEMBER 

39.99 
49.99 
199.99 
49.99 
39.99 
39.99 
69.99 
39.99 
69.99 
69.99 
169.99 
219.99 
149.99 
79.99 
69.99 
249.99 
79.99 
79.99 
79.99 



RRP 

79.99 
8999 
299.99 
79.99 
79.99 
69.99 
10999 
6499 
99 99 
99.99 
249.99 
349.99 
249.99 
148.99 
119.99 
499.99 
139.99 
12999 



DATABASES 



SUPERBASE PERSONAL II 
SUPERBASE PROFESSIONAL 



MEMBER RRP 

39.99 99.99 
139.99 24999 



DESKTOP PUBLISHING 



PROFESSIONAL PAGE 1 3 
PROFESSIONAL PAGE 2.0 
PRINTMASTER PLUS 
PAGESTREAM 20 
PACESETTER 2.0 



MEMBER RRP 
89.99 19999 
149.99 299.99 
19.99 3999 
99.99 19999 
39.99 59.99 



INTEGRATED PACKAGES 



WORKS PLATINUM 
GOLD DISK OFFICE 
APGIS PAINT DRAW 
CLIPART ANIMATION 



MEMBER RRP 

49.99 99.99 
99.99 149.99 



ACCOUNTS 



HOME ACCOUNTS 
SYSTEM 3 



MEMBER RRP 

18.99 29.99 
29.99 49.99 



MUSIC 



AUDIOMASTER III 
COPYIST APPRENTICE 
COPYIST PROFESSIONAL 
DELUXE MUSIC CONSTR. SET 
MIDI RECORDING STUDIO 
MUSIC X 1.1 
MUSIC X JUNIOR 
QUARTET 
TF MX 



MEMBER 
4999 
49.99 
149.99 
49.99 
3499 
49.99 
39.99 
24.99 
2799 



RRP 
89 99 
89.99 
239.99 
6999 
59.99 
14999 
7999 
4999 
4999 



ARGASM 68000 

AZTEC C PROFESSIONAL 
BENCHMARK MOOULA 2 
DEVPAC 2 0 

LATTICE CV5 5 
LOGO 



MEMBER RRP 

39.99 59.99 

79.99 129.99 

79.99 169.99 

39.99 59.99 

129.99 24999 

39.99 4999 



SPREADSHEETS 



ADVANTAGE 
MAXIPLAN PLUS 
SUPERPLAN 



MEMBER RRP 

69.99 99.99 

79.99 149.99 

49.99 99.99 



WORDPRQCESSORS 



PEN PAL 
PRO WRITE 3.0 
SCRIBBLE PLATINUM 
TRANWRITE 
WORD PERFECT 4.2 



MEMBER 

6499 
7999 
3499 
24.99 
12999 



UTILITIES 



AMAX II MACINTOSH EMUL 
AMAX II (MET ROMS) 
AMI ALIGNMENT DISK OR KIT 
AMI EDUCATION 4 piograms 
AMIFAKT invoice program 
AMIHARD - haifl disk utility 
AMIKAS ■ casMwok 
AMIWORD • word spelling (efluc) 
BAD OPTIMIZER -disk utility 
BUTCHER - grapriic utility 
CROSS DOS 4.0 - ms dos utility 
CU TUTORIAL -ck 
DOCTOR AMI • diagnostics 
DUNLAP UTILITIES 
PIXMATE graphic utility 
PROCLIPS strud d©afts<!5u) 
QUARTERBACK 4.0 -hard disk u 
WORKBENCH 1.3. MANUAL 
X COPY PROFESSIONAL 



MEMBER 

99.99 
179.99 
24.99 



22.99 
19.99 
22.99 
7.99 
24,99 
3499 
23.99 
14.99 
29.99 
12.99 
34 99 



RRP 

129.99 
14999 
49.99 
39.99 
22999 



RRP 
169.99 
259.99 
39,99 
19.99 
19.99 
19.99 
19.99 
14.99 
39.99 
34.99 
39.99 
14.99 
39.99 
4999 
49.99 
24.99 
59.99 
19.99 
4999 



-» • DIGIVIEW 4.0 VIDEO 
DIGITIZER 

• VIDI AMIGA 
FRAME GRABBER 

• VIDI AMIGA 
♦ VIDI CHROME 

• RENDALE 8802 
GENLOCK 



RRP MEMBER 

£149.99 £ 79.99 

£114.99 E 84.99 

E134.99 E 94.99 

£299.99 £149.99 
£ 69.99 £ 54.99 



MODEMS 



APROTEK 
2400 

BAUD MODEM 69.99 119.99 

SUPRA 2400 INT 

BAUD MODEM 89.99 139.99 

300. '200 & 2400 BAUD. HAYES COMPATIBLE 



DELUXE PAINT III 
TUTORIAL 



ANIMATION/GRAPHICS TUTORIAL 
CONVERSION PROGRAM ST, MAC, 
GIF DOODLE TO IFF; ANIM-FF 
• SLIDE SHOW WITH MANUAL 

• INSTALL FILE FOR D-PAINT • HARDDISK • EXTRA 
FONTS • BRUSH CON PROGRAM (With Source Code) 

TO CONVERT BRUSHES • PALETTE CONVERTER 

• REMAP TOT CHANGE PICTURES • SEARCHER TO 
GET PICTURES • FONTMASTER TO MAKE FONTS 

• SHOWPAL TO LOOK AT PAL PICTURES • 4 DISKS £19 99 



ACCESSORIES TOP 12 



» 1084S STEREO MONITOR 
FROM CBM 

• BOOT SELECTOR -BOOT 
FROM DF0/DF1 

•ELECTRONIC BOOT SELECTOR 
DFO - OF3 

BUCKET MASTER 

1 FLICKER FIXER A20OO 

1 HAND SCANNER 

KICKSTARTCARD Incl. 1.3 RAM 

MOUSE CONTRIVER 

MOUSE/JOYSTICK SWITCHER 
OPTICAL MOUSE 
PC EMULATOR AT ONCE 
TRACKBALL CONTRIVER 



£199.99 

£ 6.99 

£ 19.99 
E 9.99 
£249.99 
£199.99 
£ 39.99 
£ 19.99 
£ 11.99 
£ 34.99 
£199.99 



AMIGA DIRECT INTRODUCTORY OFFER 



Mail to AMIGA DIRECT, 4 WHITTON ROAD. TWICKENHAM, MIDDLESEX TW1 1BJ. ENGLAND 
Please send me £ 



Our telephone no.: (44) 081 -8916704 Fax: (44) 081 -892812? 

£ 



Type of computer ^ ^ ^ ^ £ 

Software: Post & packaging within the UK £ 1 .50. Overseas £3,00. Hardware: UK £ 2.50 Overseas £ 



£ 

Total £ 



oCherjue enclosed o Visa/Access'Mastercard Name- 
o Postal order 
o Credit card no. 



Tel.no. 



4,00. Courier service £ 7,00 Membership only £ 1Q,0Q 

Total enclosed £ 



Post Code: 



Signature 



THJWORLD'S BEST CONSOLES MAG]!! |£i.75 




MACMI NES X*L 



HARD MIVIN 1 REVIEW! 
4MOONWALKER ON SE 
FOUR NEW GAMEBOY & 
NINTENDO SUPER OFflK 
EXCLUSIVE SEGA PREVT 



IT'S AMAZIM 



MICKEY MOUS 




& Finally. 




WHO'S PLAYING WHAT. 





Steve James: Speedball II, Lemmings. Exterminator 
Dan Slingsby Speedball II, Turncan II, Exterminator 
Mark Patterson: Speedball II, Turrican II, Dragon Wars 
Steve Merrett: Speedball II, Timewarp. Exterminator 
Andy Beswick: Speedball II, Robocop II, Turrican II 



GADGET CORNER... 

This monlh's foray into the world of 

technological 
achievements 
™ lakes a look al 
some benefits 
m the pet 
world: 



THE PARROT PHONE 

Not to be confused with the Bal-Phone, this utterly 
realistic piece of kits eyes light up when the phone 
rings and its squatting voice will aleri you to an 
incoming call, or you can switch il over for a short piece 
ol music. The phone is accessed by gently pulling the 
bird's heat) off, 

THE INVISIBLE DOG 

An old lave, updated and improved upon. You've alt seen 
Ihe old leads lor our invisible best friends, but this new 
deluxe model features a collar which won't dig into ihe 
animal's neck. One new curiosity, though, is Ihe addition 
of a number of buttons on the end ol the 
leash. When pressed, they prompt various 
animal noises, ranging from a cat to a cowl 



PANDA HAIR DRYING KIT 

By slotting the Panda-shaped diffuse! over 
the end of a hairdryer you can create bhlliant designs with your coiffure The set also 
comes with a Hippo attachment for concentrated blowing. 



THE SECURITY BEAR 

Disguised as a harmless Teddy Bear, the 
Security Bear is an unarmed killer 
Seated within your car, he'll make 
tumsell al home until you get back. If, 
however, thieves are brave enough to 
risk the bear's wrath he'll let out a 
piercing roar which will bring PC Bill to 
Ihe scene of the crime. 

All products from Innovations/The 
Leading Edge 



VIDEOS FOR FEBRUARY 

1 HARDWARE Easily one of the better, small budget 
films to be made in Britain, Hardware gives most ol the more 
recent horror flicks a much-needed kick up the backside. Starring 
a cast of virtual unknowns it is a superb piece of suspense centred 
around a woman's light to survive against a rampaging robot. 
Hardware is set in a very depressing world of the future and 
considering it is such a low budget film, director Richard Stanley 
has excelled. 

2 THE GUARDIAN Directed by William "The 
Exorcist' Friedkin, The Guardian stars Jenny Seagrove as 
a creepy nanny who takes an unnatural interest in a small 
boy. Jake, and it eventually transpires that she is a 
member of a bizarre cult who worship trees. Even worse, 
she is about to sacrifice Jake to one of her wooden baby- 
eating gods. Assorted bit-part actors attempt to stop her 
and get pulled apart, but the gore and suspense is in short 
supply. Despite a promising plot and some interesting 
ideas. The Guardian is a massive let-down. 

3 DIE HARD 2: DIE HARDER They say that 
lightning never strikes twice, but exactly one year after John 
McClane saved his wife from Ihe hands of a group of terrorists, his 
wife is again held hostage as a group of mercenaries lay siege to 
the airport he is meeting her from. As can be expected, what 
follows is a series ot explosive confrontations, with Willis calmly 
wise-cracking as he barely survives each one. In all, Die Hard II is 
one of the best sequels since Aliens, and is well worth a gander. 




TEN THINGS THAT EVERYONE HATES 



CYCLISTS 

OLD BIDDIES WHO STOP IN FRONT OF YOU FOR NO REASON AND THEN WHINGE 
WHEN YOU BUMP INTO THEM 

FAT PEOPLE ON TRAINS WHO CRUSH YOU WHEN THEY SIT NEXT TO YOU 
IMPATIENT COMMUTERS 

COMPUTERS THAT CRASH. TAKING ARTICLES WITH THEM 
PEOPLE WHO TALK LOUDLY AT THE CINEMA 
GITS WHO CAN'T DRIVE FOR TOFFEE 

8 TRENDIES WHO WERE LAUGHING AT FLARES LAST YEAR BUT ARE NOW 
WEARING THEM 

9 HARD MAN DONNIE FROM THE NEW KIDS ON THE BLOCK 
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PREMIER MAIL ORDER 



Titles marked * are not yet available and will be sent on day of release. 
Please send cheque /PO /Access /Visa No. and expiry date to : 
Dept CU01, Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. SS13 1BJ. 
Please state make and model of computer when ordering. P&P inc. UK on orders over £5.00 Lss than £5 00 and Europe add £100 
per item to please add £2.00 per item for Airmail. These offers are available Mad order only.. Telephone orders. mon-Frt 

9am-7pm. Saturday lOamJpm. Fax orders : 0268 590076. Tel Orders : 0268 - 590766 

JOYSTICKS 



AMIGA ■ I GAME 



1.2 Meg Upgrade 

1/2 Meg Upgrade with dock... 

30 Consif uctron Kit' 

4D Driving' 

AFT 2 

Anarchy ■ 

Assault on Alcatraz * 

668 Attack Sub 

AMOS 

Arkaniod 2 

Armou' - Geddon ■ 

Awesome 

BAT.* 

Batman the Caped Crusader 

Back to the Future 2 

Back to ihe Future 3 ' 

Badlands 

Bards Tale 1 or 2 

Bards Tale 3 ' 

Bathe command 

Battle o' Bntam 

Battle Chess 2" 

Betrayal * 



Billy the Kid" 

Big Time Fishing* 

Blade Warrior* 

Bkie Max " 

4D Boxing* 

BSS Jane Seymour 

Buookan 

Buck Rogers 

Carrier Command 

Cavadar 

Caphve 

arthage 

Chaos Strikes Back 

Chase HO 

Chase HO 2 

Champions ol Krynn flMeg) 

Chuck Veager 

Codename Iceman ( 1 Mg) 

Coloneis Bequest (l Mg) 

Commando War * 

Combo Ftace» 

Corporation 

Corporation Data Disc 

Cricket Captain 

Crime Wave* 

Cruise lor a Corpse * 

Curse ol Azure Bonds (1 Meg) 

Days ol Thunder 

Das Bool " 

Death Trap 

Damocles 

Dick Tracy 

Disney Animation* 

Double Dragon 

Dragons Lair 2 

Dragon Strike * 

Dragon Wars 

Dragons Lair (1 Meg) 

Dragons lair Time Warp 

Duck Tales' 

Dungeon Master 

Duster ' 

Dynamite Wbuggef * 

E Swat 

Epic " 

Emryn Hughes 

Escape (rom Robot Monsters . 

Escape Irom Cotditz * 

Eye ot the Beholder (1 meg) ". 

Fl5StnkeEagk9 2* 

F16 Combat Pilot 

FI9 Stealth Fighter 

F29 Retakator 

Falcon 

Falcon Miss-on Disk 

Falcon Mission Disk 2 

Fireball " 

Fire and Forget 2 

First Samuarl* 

Flight Sim 2 

Flight o» the Imruder * 

Fit D-sk European 

Fit Disk Japan 

Fooroaa Director 2 

Ford 98 Rally * 

Flood 

Fun School 3 5-7 



3BJM 
.4499 
2699 
.16.99 
.16 99 
.13.99 
.16.99 
.16.99 
34.99 

5.99 

.26.99 
.24.99 
.19.99 

5.99 

.16.99 
...16.99 
1699 

5.99 

...16.99 
.16.99 
.19.99 
...19.99 
... 19.99 
.16.99 
...19.99 
.16.99 
...16.99 
...16.99 
.19.99 



1699 
16.99 

.19.99 

.14.99 
16.99 
16.99 

.1699 

.16.99 
16 99 

.1699 
.21.99 
16.99 
.26.99 
26 99 

..16.99 
16.99 

..16. 
.999 
16-99 



16.99 

19.99 
.16.99 
.19.99 
.16 
.16 
.16.99 

.79.99 
—5.99 

2699 
.19.99 
.16.99 

.26.99 

.26.99 
.1999 
.16.99 
..16 

.16.99 

.1699 

.16.99 
..1399 
13-99 

.16.99 
...19 
19.99 

.16.99 
19.99 
...11 
.199* 
...13 
...13.99 
...16.99 

...16.99 

...16.99 
. . 26.99 
....19.99 
. .13.99 

.1399 
...12 

...16.99 
.16.99 
....1 



Fun School 3 over 7 . 

Fun School 3 under 5 

Fun School 2 |6-8> 

Fun School 2 (over 8) 

Fun School 2 (under 6) 

Future Wars 

Gazza 2 ' 

Gremlins 2 

Golden Axe 

Gunship 

Gunboat' 

Gaunlel 3' 

Hard Ortvin* 2 * 

Hollywood Collection 

Horror Zombres * 

Heroes 

Hydra * 

IK+ ' 

Imperlum 

Indianapolis 500 

Int Soccer Challenge 

ni 3D Tennis... 

It came from the Desert Data 

It came from Ihe Desert 

ivanhoe 

Jack Nichlaus Extra courses 

Jack Nrchlaus GoH 

Jack N«klaus unlimited Goll 

Judge Dredd' 

Kennedy Approach 

Kick OH 2 

KickOfl2(i Meg) 

Killing Cloud* 

Killing game Show 

Klaxx 

K.0.2 Final Whistle 

K.0.2 Giants ol Europe * 

K.02 Return ol Europe ' 

K.0.2 Wmmng Tactics* 

K.O 2 Super League' 

Knights ot the Sky ' 

LastNmja2 

Last Ninja 3' 

Lemmings ' 

Leisure Surt Larry 2 

Leisure Suit Larry 3 

Lile and Deaih ' 

Line ol Fire 

Lombard Rac Rally 

Loom 

Lords ol Chaos * 

Lords ol the Rising Sun 

Lord Ot the Rings* 

Losl Patrol 

Lucaslilm Double Pack 

Magnum 4 — 

Magic Fry 

Mean streets 

Mlg 29 * 

Manchester United 

Matrix Marauders 1 

Masterblaster'...., 

Monty Python 

Ml Tank Plaioon 

lAd Winter 

Midwinter 2* ... 
Midnight 
MUDS 

Murder 

NARC 

Navy Seals ' 

Nightbreed RPG 

Ninja Remnix * 

Nightshirt* 

NMro 

OMuS 

Operation Slealth 

Oriental Games 

Operation Thunderbolt 

Operation Harrier 

Operation Worl 

Ofl Raod Racer 

Overrun (1 meg) * 

Pang 

Paradroid 90 

P-rates ■ 

Player Manager 

Platinum 

Plaioon 

Ptotng 

Police Quest 2 

Pool ol Radiance 



16.06 
.16.99 
. 11.99 
.1199 
.11.99 
.16.99 
.16.99 
.16.99 
.1699 
.14.99 
.16.99 
.16.99 
.16.99 
.19.99 
16.99 
..19.99 
.1699 
.599 I 
.16.99 
.16.99 
.16.99 
.16 99 

9.99 

.1499 
...16.99 
.9.99 
.16.99 
. .19.99 
.1399 
.14.99 
...12.99 
.14.99 
...16.99 
.16.99 
.13.99 

8.99 

7.99 

7.99 

599 

9.99 

.19.99 

5.99 

...1699 
1699 
...26.99 
2699 
..19.99 

16.99 

14.99 

19.99 

16.99 

17.99 

1699 

16.99 

19.99 

16.99 

16.99 

1699 

...'.19.99 

16.99 

13.99 

16.99 

13.99 

21.99 

19.99 

1999 

16.99 

16.99 

16 99 

1699 

16.99 

1699 

16.99 

1699 

1699 

26.99 

19.99 



Populous 

Populous Promised Land. 

Powermonger 

Predator 2' 

Prince Ol Pershia' 

Pro Tennis Tour 

Profecfyie 

Puzznic 

Rambo 3 

Rainbow Islands 

Red Storm Rising 

Reach lor the Skies ' 

Rogue Trooper * 

Rotator* 

Rick Dangerous 2 

Rick Dangerous 

Rocky Horror Show " 

Robocop 2 

Search lor the Kmg* 

Secrets ol the Lutlwafie ' 

Secret ol Monkey Island ' 

Shadow Warriors 

Shadow ol Ihe Beast 

Shadow ol me Beast 2 ... 

Shadow Sorcerer' 

Shadow Dancer" 

Skull and Crossbones* .. 

Seworm IV ' 

Silkworm 

Sim City 

Silent Service , 

Skate or Die" 

Sty Spy 

Spellbound 

Space Ace 

Spiderman 

Space Quest 3 

SpeedbaB2* 

Spy Who Loved Me 



.1699 
.16.99 
...5.99 
.16.99 
19 99 



1699 
.15.99 
.1299 
.16.99 

5.99 

.16.99 
...26.99 
.1999 



Stnder 2 

Star Flight 

Star Flight Hmi Bk 

Steven Hendry * 

Stun Runner 

Subbuteo 

Supremacy 

Super Hang On 

Super Monaco GP* 

Team Suuki" 

Team Yankee 

Teenage Mutant Turtles 

TestDhve2 

Test Drive 3* 

Tt Drive 2 Calitornia Chall 
Test Drive 2 Muscle Cars 

The Immortal (1 meg) 

Time Machine 

Track Suit Manager 2 * 

TNT 

Tournament Golt 

ToW ' 

Torvak 

Toyota Celica 

Total Recall 

Turbo Outrun 

Turbo Challenge 

Turrtcan 

Tumcan 2 * 

TV Sports Baseball * 

UMS 2 * 

Ultimate Ride • 

Unreal 

Untouchables 

UN Squadron 

Vaxme * 

Viz* 

Walker ' 

Won Pack 

Wonderland ' 

World Champ Soccer 

Wrath of the Demon 

Wings 

Wizball 

Wixkid* 

Wings ol Fury 

Work) Cup Compilations 

Xenon 2 Megablasl 

Z-Out ' 

Zak Mckraken 

Zombi 



16.99 

...799 
.1999 

1699 
.16.99 

16.99 
.16.99 
.16.99 
.5.99 
.1699 

15.99 
.16.99 

16.99 
.16.99 

1699 
...7.99 

.16.99 
. 16 99 

.16.99 
.19.99 

.19 99 



28.99 
.19.99 
.1699 
.16.99 

16.99 
...599 

1999 
...9.99 
.16.99 

16.99 

.16.99 



1699 
.26.99 

16.99 
.13.99 

1699 
.16.99 

16.99 
...5.99 
.1699 

.1399 

1699 

.19.99 
....5.99 
.1699 



<3 H 
.1699 
.16.99 
.16.99 

.9.99 
.999 
.16.99 
.16.99 

1699 
IB.B9 



Quickjoy Jetlighter 10.99 

Qulckjoy Megaboard 19 99 

Cheetah 125+ 6.99 

Cheetah mach 1 9.99 

Quickjoy Turbo 2 8.99 

Qucikshot 3 Turbo {Sega Comp) .9.99 
Sega Control Slick 13.99 



BLANK DISKS 



Top Quality Lnbranded Disk* 



1699 
.1699 
.1699 
.1699 
.16.99 

16.99 
.16.99 
.1699 
.19.99 

19.99 
..19.99 
.1999 

1699 
.16.99 
.16.99 
.16.99 
.16.99 
..19.99 
.19.99 
.16.99 
..19.99 

.1999 

5.99 

.1399 

.13.99 
...14.99 
...16.99 

.13.99 

.16.99 
...16.99 



10x3.5" DSDD.... 
20x3.5" DSDD.... 
50 x 3.5" DSDD.... 
100x3.5" DSDD.. 



.10.99 
-23-99 
.49.99 



Branded Disks - TDK 

3.5" DSDD 1-25 Each 



5.25" DSDD. 



.0.75 Each 



MIDWINTER 

2 

ONLY £19.99 



E.A.SPECIAL OFFERS 



ONLY £7.99 EACH 

POWERDROME 
BARDSTALE 2 
ZANY GOLF 
KEEF THE THIEF 
INTERCEPTOR 
HOUNDS OF THE SHADOW 
SWORDS OF TWILIGHT 



SPECIAL OFFER 



Hard Driven 
Now Only £9.99 



SPECI AL OFFER 



Triad Vol 3 
Only £9.99 



SPECIAL OFFER 



Dragons Breath 
Now Only 
£12.99 




DICK TRACY 

Touchstone 

HIGHLIGHT: A Breathless Madonna 
GIMMICK: The plentiful cameos 

PLOTLINE: Comic book scrapes with weirdo bad guys 

A hotly-awaited video release, Dick Tracy is something of 
a let-down. It has everything that normally makes for a 
good film: ie. a strong, well-known cast (Al Pacino and 
James Caan play heavily made-up baddies), stylish 
backdrops, and a lot of action. Somehow, though, the big 
bucks invested into it don't pay off and the film lacks life. 
The aforementioned baddies are extremely close to their 
cartoon counterparts, and Warren Beatty's direction is 
adequate, but as the main character he is a little too one 
dimensional. It's difficult putting your finger on what is 
actually wrong with the film, but whilst boasting some nice 
ideas Dick Tracy is ultimately dull. 

TEN RECORDS THAT MAKE MORE 
COMEBACKS THAN GARY GLITTER 

1. Merry Christmas Everybody - Slade 
2. Lonely This Chrismas - Mud 
3. Little Drummer Boy - Bing Crosby/David Bowie 
4. Stop The Cavalry - Jona Lewie 
5. So This Is Christmas - John And Yoko 

6. Mary's Boy Child - Boney M 
7. Anything from Grease - John and Olivia 
8. The Laughing Gnome - David Bowie 
9. Two Little Boys - Rolf Ham's 
10. Band Aid - Anyone who's famous at the time 

THE MOST POPULAR KARAOKE 
NIGHT IMAGINABLE... 

A Milli Vanilli evening. 



IN 


OUT 


Betty Boo 


Kylie 


Tarby 


Roy Walker 


Fry Ups 


Health rood 


Fangoria 


Look-in 


rTUIt raSieiS 


nUuDd DUUDd 


Christian Slater 


Nicholas Cage 


Julia Roberts 


Emily Lloyd 


Voyage To The Bottom Of The Sea 


Time Tunnel 


Clive Barker 


Beatrix Potter 




CDI - BLIND DATE? 

As the recent Intertainment Show in New York proved, CDTV is 
not the only aspirant to the Compact Disc entertainment crown. 

Working together, Sony and Philips were wooing the crowds 
by introducing them to the world of CDI. Only one game exists 
al present - CDI Golf- but this blows away the likes of 
Leaderboard as it features on-screen footage of the Pebble 
Beach course. You even get the grunts and other reactions 
when you make a bad shot. Also, they are entering the realms 
of educational software and in a novel twist, they can provide 
complete disks of the 'show me how' variety - including 
photography of all things. 

Another marvel at the show was a clever, cable-based 
system. You may soon be able to decide the fate of all your 
favourite soap stars, or answer questions in the many quiz 
shows on the box. Thanks to various link ups, it will also be 
possible to change the coverage of sports games, a sort of DIY 
directing kit. It'll be a while before every home has one, but 
could you imagine a game of Blind Date played by over 
3,000,000 people - it'd take Cilia ages to read out the names! 



WOULD YOU CREDIT IT? 



Film credits are getting 
longer and longer. In fact, 
some TV companies think 
that they're boringly long 
and are planning to chop off 
the end credits on television 
transmissions. Some 
credits, however, are 
oddball nuggets. Here are 
just a few: 

Rat trainer, Mo Di Sesso 
{from Willard); Ant co- 



ordinator, Warren Estes 
(from Empire Of The Ants); 
Automatic Billion Bubble 
Machine by N A Fisher 
Chemical Products Inc 
(from Robot Monster); 
Demonology Advisors Ed 
and Lorraine Warren (from 
Amityville 2); Tap Dance 
Routine choreographed by 
Daniel Joseph Giaghi (from 
Exorcist 2). 
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NOW TAKEN 



2 WILLIAM CLOWES ST. 

BURSLEM 
STOKE-ON-TRENT 
ST6 3AP 
TEL : 0782 575043 



SALE 



SALE 



SALE 



SALE 



AMIGA SPECIALS 

Power Monger 19.99 

Torvak the 

Warnof 17.99 

Hick Dangerous 

2. 17.99 

Team Yankee 21.99 

Battle Command 1 7.99 

Simulcra 17.99 

Pang ^_.„17.99 

Wonderland 21 .99 



AMIGA SPECIALS 



PHOTON PAINT 

£12.99 



PGA GOLF 
£7.99 



Captive „... 

Corporation 

Cadaver Ilt , m , 

F19 Stealth 

Spy Who Loved 

Me 

Lotus Espirrt 

Challenge.. 

I Indianapolis 500 

Robocop 2 

Chase HQ 2 

Billy the Kid 

ESWAT 



.17.99 
.17.99 
.17.99 
.20.99 

.17,99 



INTER 3D TENNIS 

£9.99 



GRIDSTART 
£4.99 



17.99 

17.99 

__„.17.99 

17.99 

—...17.99 
-,.-.1799 



ICE HOCKEY 
£4.99 



SKATE OF THE ART 

£7.99 



Pang 17.99 

Betrayal 17.99 

Sly spy 16.99 

Toyota Cellca 17.99 



CARRIER COMMAND 

£9.99 



DYNAMITE DUX 

£8.99 



AMIGA SPECIALS 

Ofl Road Racer 17.99 

James Pond 17.99 

Bomber Bob 17.99 

Golden Axe 17.99 

ATF2 17.99 

Kick OH 2 1 meg 17.99 

Lemmings 17.99 

Zork 1 7 99 

Hitchikers Gu.de 7.99 

Leather Goddess 7 99 

Postman Pat 7.99 

Marc 17.99 

Eh/ira 51.99 

Dragonbreed 17.99 

Pnnce of Persia 17.99 

Muds 17.99 

Final Whistle 11.99 

Duck Tales 17.99 

Wrath of Demon 17.99 

Nin>a Remix....... 17.99 

Total Recall 17 99 

Voodoo Nightmare 1 7.99 

Kick Boxing 17.99 

The Killing Cloud 17.99 



AMIGA SPECIALS 



JET 

£14.99 



BAAL 

£4.99 



LEISURE SUIT LARRY? 

El 448 



BLOODWYCH 
£9.99 



BLUE ANGELS 
£6.99 



THE CYCLES 
£9.99 



4TH N' INCHES 
£9.99 



FALLEN ANGEL 

£7.99 



SALE 



AMIGA SPECIALS 

Speedbail 2 17.99 

Wo" Pack 21.99 

Chaos Strikes Back ... 19.99 

Judge Dredd 17.99 

Supremacy 19.99 

Days of Thunder 17.99 

Fantasy World Dizzy ...6.99 

Fast Food Oizzy 6 99 

Treasure Island Dizzy ..6.99 

F'nale , 17.99 

Obilus • T shin 26 99 

Life . Death 51 99 

Knights of Legend 21 99 

Harpoon 21 99 

Flight of Intruder- „„.„ 

Ferrari Formula 1 7.99 

Hound of Shadow 7.99 

Snow Strike 17.99 

Sim City 19.99 

Battle Master 17.99 

Fanta vision 19.99 

Hoi Rod 7.99 



SALE 



AMIGA SPECIALS 



AFTER BURNER 

£7.99 



LAST NINJA 2 
£7.99 



R TYPE 
£7.99 



GUANTLET 2 

£7.99 



MOONWALKER 

£7.99 



AXELS MAGIC 
HAMMER £7.99 



ROAD BLASTERS 

£7.99 



VIGILANTE 
£7.99 



SALE TIME AT CASTLE SOFTWARE - CAN YOU AFFORD TO MISS THESE. 
ALL ORDERS SENT FIRST POST, POSTAGE AND PACKING UNDER 
£6 - 75p, OVER £6 POSTAGE AND PACKING IS FREE! 

IN STOCK ITEMS DESPATCHED BY RETURN 

SOME ITEMS MIGHT NOT BE RELEASED YET 



SALE 



AMIGA SPECIALS 



SALE 



SALE 



SALE 



SALE 



QUATTRO ARCADE 

Pro Power. Nitro Boost. 
SAS Combat. Pub 
Tnva. 
All * games 
ONLY" E9.99 



Quallro Sport 

BMM Snulaur Pro Tannrt 
S*n Italia 90 Advances Ski 
Sim 
All 4 Games 
ONLY £9.99 



JOYSTICKS 

CHEETAH £7M 
OUICKJOV JCTFIGHTEB 
Eld 9ft 

OUICKJOY 2 TUOBOE 1 1 M 
OAIICKJOYJUWOR E693 
QUICKSHOT2 TURBO 
C11.M 

ME0A8OARD C?7H 
OUICKSHOT 5 5UP 
BOARD . _ E«7 98 



AMIGA MASTER 
SOUND 
RRP £39.95 
OUR PRICE £29.99 



JET 
RRP £49.99 
OUR PRICE £14.99 
Eicolrent Flight Sim 



POWERDROME 

£7.99 



AMIGA SPECIALS 

Batlle Squadron. ...9.99 

Rally Cross 7.99 

Conqueror 9.99 

X Out 9.99 

Test Drive 9.99 

Times ol Lore 9.99 

Tusker 7.99 

Grand Prix Circuit .9.99 

3 D Pool 8.99 

Stunt Car Racer. ...9.99 

Bards Tale 2 7.99 

Rick Dangerous ....9.99 

Hostages 7.99 

Fruit Machine Sim. 6. 99 

IK+ 4.99 

Destroyer 7.99 

Chronoquest 9.99 

Chronoquest 2 9.99 

Tower ot Babel 7.99 

Warp 3.99 

Typhoon 

Thompson 4.99 



SALE 



AMIGA HARDWARE 



NAKSHA MOUSE 

'BEST ON THE 
MARKET 
RRP £49.95 
OUR PRICE £32.95 



Please send me the following titles :- 



friiiV 



10 BLANK DISKS PLUS 
LABELS 
GO ON TREAT 
YOURSELF. 
ONLY E6.9B 



STOP 
PRESS 

A.M.O.S 

RRP £49.95 
ONLY E34.95 



1/2 MEG UPGRADE 
WITH CLOCK 

LAST FEW £39.95 
PLUS £2.00 P&P 



TEST DRIVE 

RRP C29.99 
OUR PRICE 
£9.99 



AMIGA 



CU FEB 



P&P(i( applicable) 



Tolal Amounl 



AMOUNT 



Name : ... 
Address : 



Telephone No : 



& Finally... 



THE WEIRDEST PtOT 
OF ANY GAME 

The aliens had landed. Their lop secret plans, disguised as 
ordinary pink loo rolls, were hidden in the rooms humans 
knew as toilets. . . 

This was the background to one of the strangest games ever 




Rodents with 
cirrhosis smell a rat - 
they're being used to 
grow organs!! 



TOP FIVE 
BAR GAMES 

180 - Mastertronic darts 
sim; Bar Games - beer 
guts and sport from 
Epyx ; 3D Pool - 
Firebird's serious pool 
simulation; Video Poker 
- lose money at home, 
courtesy of Mastertronic; 
Dominoes - we can't 
remember who did this, 
or why. 



to appear. Aptly titled 
Kamikaze, you had to prevent 
humans from wiping their 
bottoms on the aliens top 
secret battle plans. The only 
way to do this was to use your 
spaceship's lasers to blow 
away the patrons of the 
portaloos. From time to time, 
doggies would attempt to run 
off with the bog rolls in a vain 
attempt to be cute - they're 
not so cute if you burn a 
gaping hole through their 
heads. 

This is the sort of game that 
makes the industry today what it is. 



GROW YOUR OWN KIDNEYS 

Thanks to a super new chemical and a fabric found in 
anoraks, the sick and ailing could soon be in a position to 
seed their own replacement organs, claims University of 
Alabama Professor, John Thompson. He has already 
succeeded In creating organoids' in laboratory conditions 
and has plans to try out the process on humans. HBGF, a 
chemical growth factor, is spread over a portion of Gore- 
Tex, a material used in wet weather coats. Place it inside 
the body and a meaty mass will start growing. 

Experiments on rats are proving successful. One rodents 
damaged liver is already on the mend. 

This could be a boon for boozers. The whole CU Amiga 
crew have already put their names forward as guinea pigs 
when clinical tests 
begin. 



Chief Officer, Oktopl, 
crash lands his 
snowball on a strange, 
new world. 



ICE ICE MAYBE Spaceships of the 

future will be made from huge balls of hydrogen ice. says Jonathon V. Post, 
an aerospace engineer with the Space Systems Division of Rockwell 
International. 

The most common - and lightest - element in the universe is hydrogen, 
which makes it the perfect choice for both the structure of and fuel for 
interstellar craft, claims Post 

An 'onion skin' arrangement of metallic sheets would separate and 
insulate the ice. As chunks of hydrogen were thawed, slush could be 
channelled into a fusion reactor as fuel. 

However far fetched as it sounds, Stephens is convinced that in time the 
US or Europe will send snowballs to Andromeda - if only to compete with the 
Japanese who are researching it. 



AND FINALLY? 

If any of you have the poor taste to have 
purchased the February edition of Amiga Action 
you may have noticed something curious. Not 
only does the issue feature the New Kids on the 
Block lookalike ed team on its cover, but the last 
page in the magazine is a brand new regular 
called - you've guessed it - And Finally. . . 
Claim Action: 'It's the page where anything goes 
and will'. Oh well, as they say, imitation is etc 




TOP TWENTY AMIGA CHART 



1 . Teenage Mutant Hero Turtles 

2. Powermonger 

3. Robocop II 

4. F1 9 Stealth Fighter 

5. Fantasy World Dizzy 

6. Lotus Turbo Challenge 

7. Toyota Celica Rally 

8. Hollywood Collection 

9. Treasure Island Dizzy 

10. S.C.I. 



11. Indy 500 

12. Power Pack 

13. NARC 

14. Golden Axe 

15. Advanced Fruit Machine 

16. Kick Off II 

17. After Burner 

18. Silkworm 

19. Elvira 

20. Wheels Of Fire 
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TO BE SEEN IN SELL-OUT 
CALL TINA ZANELLI ON 07 1 25 1 6222 



GUNFIGHTER 

USE YOUR VOICE 

TO OUTDRAvV 
THE GUNHGHTER 



i 1 



\$ CASH PRIZES 

0898 31 35 90 

WXtAl PC6o. 36 4IN Cel. crggw 3Jp Mr, Cteop 44p Pgr Mr Ail Qlhar Tmei | 



DARE VOU RING THE 

NAUGHTY 

Dim .,fM 
m& wf i 

0898 800 298 U/t 5 7 


HORROR 

D898 800 208 


AUSSIE NAUGHTY JOKESl 
0898800 209 


JOKE OF THE CENTURY 1 ; 
N 0898 800 206 1 


TASTELESS TIM S 
BAD 

TASTE Ji$f& 
JOKES 

0898 800 2 1 0 <5t //V 


y^^y FAT 
W^'^M VEDA'S 
ilf^Jr RUDE 
JOKES 

0898 800 207 


ROGER SMELLEE 
0898800211 



UUM h«u6bIii»IPO»«"i>«1">» I MI H I PMM1 !>•«■ iu\ 



Seve n Se as 

Seven Seas PD 

A wide range □( titles available 
Send £l tor our latest disk 
catalogue to: 
Seven Seas PD, 
7 Canary Road. 
Dungannon 
Co. Tyrone 
N.I. BT7I6SU 



MUITI-SCOOP The Biggest Berling 
SvOico'e using sophiiTtcoted 
computet contioded forecasting 
techniques on ihe Pools Racing and 
Stock Market etc For a Brochure with 
details on having you' Make paid free 

phone Ed on 071-585 3516 or wnte to 
&2WC) Northcote Rood, london 

5W1I I HZ (Overseas welcome ) 

100% B»plY I'm using Amiga 500 
(1MB) I want to change gotnes A 
untitles Deha Yorulmoe 
Sahravicedit Mozart"* Orta sob 
No 10/6 Ironh6y/I»tanbiil Tufkev 



WCLB - AMIGA. New 3 Course Disk 
Ploy the US MASTERS Augusta 
National. Authentic votdages to pin. 
hcjards etc Produced to scale. A 
various tournament course. Augusta + 
2 54 incl Cheques to J Cauiey C/Disk. 
M Ainttee Road. Co-more. Solon. S04 2tl 



ADVERTISI 

ABOTS ?8 
ADS 128 
ANDREW AND COWAN 112 

CASTLE 126 

DAI EL .97,98,99,100.101 
DIAMOND 90,91,92,93 

DIGICOM 43 

DITCH BURN COMPUTERS 128 
now LING 24,26 

GUIDING LIGHT 89 



HOW MANY PROGRAMMES 
DOES IT TAKE TO CHANGE 
ALIGHT BULB? 

N0HE-THATSA 
HARDWARE PROBLEM! 



HANDISOFT 
HARWOODS 
HITECH 



112 

80, 81. 82. 83 
32 

112 



INSTAMEC 


128 


JOKELINE 


12B 


KADSOFT 


106 


LEGEND SOFTWARE 


6B 


MAGNETIC MEDIA 


109 


MATRIX 

MERLIN EXPRESS 


128 
80 



RS' INDEX 

MICROPROSE 30 
MIRRORSOFT 11.37 

NBS »0 

NORTEK 63 

OCEAN 12,13,130.131. 132 

PCS INTERNATIONAL 109 
PD SOFT 109 
PREMIER MAIL ORDER 124 

RENEGADE 8 

17 BIT "7 

SELL-OUT 128 

SEVENSEA5 PD 128 

SILICA SHOP - 47 

SOUTHERN PO "0 

START COMPUTERS 108 

SUPERVISION PD "0 

TRACK 118 

US ACTION 120.121 

U.5.G. 2, 3 

VIRUS FREE PD 108 
VOICELINE 22 

WORLDWIDE 58 



!!! AMIGA GAMES PROGRAMMERS 



Want to write Amiga games? 
Need help programming Uie custom hardware? 
The AMIGA GAMES PROGRAMMERS GUIDE is a new book explaining all 
aspects of game-writing! 
Including Copper, Blitter, Sprites. Audio etc & source codel 
For FULL DETAILS, send an SAE NOW to. Ditchburn Computers. 
2 The Woodlands, Nunthorpe, Middlesbrough. Cleveland TS7 0PH 



A.D.S. AMIGA PD LIBRARY 

ALL DISKS AT ONLY 99p EACH Plus 99p p+p on total order 

Cat. Disk & Free Demo 99p. or send Blank Disk and an SAE. 
Nearly 500 Disks in stock, all the Latest Disks from the UK's No. 
1 New Group, Pendle Europe, The Choice of a New Generation 

EXCLUSIVE 

Turbo Marts Madonna S/Show 3-3 Disks, 1 Meg required 

7 PARK CRESCENT. WORTHING, WEST SUSSEX. TEL: 0903 210279 



MATRIX SOFTWARE CLUB TRY BEFORE YOU BUY. 

* Hundreds of lop titles for Alan ST. Amiga and Armtrad systems 
lo review without obligation. 

* Generous members discounts on all purchases of brand ne» 
software. 

* Special purchase sales massive savings on members 
software deals:. 

* Fasi same day service. 

£1000 FREE DRAW. 
C100M worth of prizes given away in the next 6 months. All you have lo do 
is reply to this advertisement -no cost - no obligation, to find out more about 
Matrix and your chance of w inning une of the fabulous prizes on offer this 
month simply telephone 0836 403807 Now or send a large stamped 
addressed envelope slating your machine to. Matrix Leisure Services Ifepl 
CUI. Unit 10, Mill Studio Business centre, crane mead. Ware. Herts 

SGI29PY 
No catch - No Obligation. 
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The question Is a 
simple one. Is a 
game any good? 
Rest assured that 
next month, as 
always, CU Amiga, 
will be letting you 
know. . . . 



Race into action next 
month as CU Amiga puts 
pressure on the pedal 
while testing US Gold's 
graphically tasty Super 
Monaco Grand Prix. 




Our review-packed Issue 
will contain many a hot 
licence. Including the 
beat 'em up Shadow 
Dancer. 




CU AMIGA - THE TOP GAMES FIRST! 

Following an issue as hoi as the one you're holding is far from easy, but we're 
going to try regardless. As you can expect from the World's best Amiga mag, we'll 
have the most up-to-date games coverage, along with all the news, views, and 
previews of all the best forthcoming titles. Here's what to expect..." 

REVIEWS If you thought our reviews this issue were hot, just look what 
we've lined up for next month. We've got Lucasfilm's life on the high seas 
epic. Monkey Island, super race action from US Gold and Domark in the form 
of Super Monaco Grand Prix and Hard Drivin' 2 respectively. Our team of ded- 
icated joystick journos will also be taking a took at Gremlin's Suzuki motorbike 
race sim. Entertainment International's Gazza II, US Gold's beat 'em up 
Shadow Dancer and the destined-to-be-great Midwinter II from MicroProse. 
Other equally groovy games include The Assembly Line's 
futuristic epic, Cybercon III and Ocean's 3D extravaganza, 
Epic. Stay tuned. 

IN DEVELOPMENT With an ear to the ground, CU's been out and 
about signing up the best games for exclusive previews. Take your pick 
from Core Design's prehistoric arcade adventure, Chuck Rock, 

MicroProse s F-15 II, Domark's conversion of Tengen's 
Thunder Jaws, and more on the hottest games around. 



DISK NUMBER ELEVEN There's no doubting that CU's disk is 
streets ahead of the rest, and we extend the distance between us and our 
rivals even further with a complete game from U.S. Gold. What will it 
be? Well, you'll just have to pick up our next issue to find out... One 
thing's guaranteed, though, it's going to be a corker. 

PLAY TO WIN Timewarp, Speedball II, and more of this month's 
hottest games are tipped to death, with the help of the programming 
supremos behind them. The chaps at the Assembly Line will be helping 
all you failed Exterminators, too. 



FIRST IMPRESSIONS Steve Merrett, our resident Doris Stokes, gazes 
into his crystal ball (oo-er) to see what games we'll be playing later in the year. As Read nan month's 

usual, we'll tell you about hot new games first, and let you know on their failings and plus l8sue and 9el ,he 

, , chance to win a truck 

points. 




watch out tor Flames 
ol Freedom, the follow- 
up to the critically 
acclaimed Midwinter. 
Just one of our great 
excluslves. . . . 




Top lips next month as Play to Win gets 
its teeth Into a brace-and-half of red hoi 
gamers hints, watch out for Timewarp, 
Speedball 2 and Exterminator, plus a 
brand new column for RPG fans. 



PLUS! PLUS! PLUS! All the usual features that set CU above 
the rest, and a major competition with U.S. Gold where you can win 
thousands of pounds worth of all the latest software. So, if you want to 
be ahead of the rest, make sure that you pick up the next, bumper edi- 
tion of CU. Be there, or be shaped like a disk... 



Entertainment 
International's 
graphical 
extravaganza 
gets the CU 
Amiga treat- 
ment as 
Joystick Joumo 
Mark Patterson 
gets his mitls 
on a slick and 
comes up with 
the definitive 



load of the finest Amiga 
entertainment. And 
there'll be a fantastic, 
money off offer, too. 




The city's olive, an electronic jungle, a million windows dance with 
the projected patterns of multi-coloured imagery, the corridors of 
power echo with the sound of digitalisod technology as countless... 






MURDER 

CBM 64/128 Disk, Atari ST. Amiga, 
PC & Compatibles. 

• 3 million murders provide the 
ultimate challenge, variety and 
replay ability. 

• A classic race against the clock 
you have 2 hours to solve the 
murder. 

• Point n click control - providing 
a totally interactive environment 
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LOOM 

Atati St. Amiga, PC & Compatibles 

• Stunning high resolution. 3D 
landscapes. 

• Sophisticated score & musical 
ettects. 

• Point n click control of characters, 
objects & magic spells 



0 
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OPERATION STEALTH 

Atari ST. Amiga, PC & Compatibles 

• Fully mouse - driven Cmematique'" 
operating system. 

• PC version features 256 colours 
(VGA). 

• Superb music enhanced by Ad Lib 
and Roland compatibility 

(PC version). 



.machines i 
A solitary fit 
tell him aba 



&rtainmen§. 
Take pity. 




THEIR FINEST HOUR 

THE BATTLE OF BRITAIN 

Alofl ST. Amiga, PC & Compatibles 

• Create your own mission with 
authentic combat action. 

• Comprehensive 200 pages 
historical catalogue. 

• Unique reply camera plus a host 
of special features 



BUCK ROGERS™ 

COUNTDOWN TO DOOMSDAY 

Amiga, PC & Compatibles, C64 disk 

• Detailed computer role playing 
game. 

• Battle a myriad of strange beings, 
including lightening reflexed terrain 
desert runners, galactic pirates and 
assault robots. 



OPERATION HARRIER 

Atari ST. Amiga & PC & Compatibles 

• Features unique ftOlOSCAPB 
rotating landscape technique 

• 5 complex missions to tackle and 
complete. 

• Ad Lib and Roland sonic support 
(PC version). 







' ACTION/STRATEGY GAME SET IN THE WILD 
WEST. WHICH A£LOWS f HE PLACER TO -ASSUME THE 
IDENTITY OF EITHER A GUN TOTING DESPERADO WITH A 
HEART|^bLD, BILLY HIMSEtR OR HIS EX-BEST FRIEND, 
^HnHTOTING. LAW ABIDING 
PILLAR OMp.SgtyMUNITY, 
SHERIFF PAT GARRETT. • ■ 



OCEAN 



THEY ARE IN LOVE WITH THE SAME V\ 
TIMATELY, IN A NAIL BITING CLIMATIC f 
ARE GOING TO END UP POINTING GUNS AT EAC 
ONLY ONE CHARACTER CAN WALK AWAJ. 
SHOWDOWN - BUT THAT'S 

WAY OF TH 

ATARI S 
CBM AMIGA 
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